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Euen within Special Forces, where the auerage soldier might parachute through 
enemg artillerg fire and infiltrate an installation with just a knife between his 
teeth, gou are a super man. You hear the awe in their uoices as gou walk bg in 
gour Nanosuit. Theg know gou can do things others can J t: absorb a Shotgun blast 
as if someone tossed a handful of grauel at gou, finish a 100-gard dash while 
Olgmpians haue onlg barelg made it out of the starting blocks, leap ouertanks and 
onto building rooftops — oh geah, and become inuisible. 

The following pages present the basics of gour Nanosuit and how to operate in 
standard combat situations. The suit giues gou superhuman powers so gou mag 
compete with the island perils, but gou J ll need the brain to match the brawn to 
haue ang hope of suruiual. 


miracles of the Hanosuit 

The Nanosuit 
absorbs damage 
[Armor], increases 
gour running abilitg 
[Speed], amps up 
gour muscle power 
[Strength] and turns 
gou inuisible for 
a limited duration 
[Cloak]. Use (v) or 
03 to access gour abilitg menu, where gou can spin to ang 
upgrade in a split second. 

POINTER | 

-•:> 

s chapter notes certain keys for basic maneuvers^ 
and combat tricks. However, you should consult the 
yanie J s manual for the full keyboard layout. 

Armor mode 
toughens gour 
suit's euterior and 
keeps gou aliue 
against unenpected 
attacks. Since gou 
can take a handful 
more shots to the 
gut with Armor on 
rather than off, 

leaue it on as gour default suit setting wheneuer gou aren J t 
engaged in a particular maneuuer. Your suit flashes white 
when hit in Armor mode, which can giue gou an indication 
that g o li j re being fired upon if gou don J t notice gour health 
dropping right awag. Alwags switch to Armor mode when 
recouering energg or health. 

Switch to Speed 
mode when gou 
need to couer 
ground in a hurry. 

The Speed burst 
lasts only a 
few seconds — 
long enough to 
dash through 
a dangerous 

minefield without triggering a single detonation or escape 
an ambush with half a dozen rifles pointing at your head. You 
can also use it when you know the territory ahead is clear of 


enemies and want to trauel quickly to your destination. You 
should rely on Speed [or Cloak] to confuse foes in combat 
and keep their gun barrels trained on where you were and 
not where you are. 

rnammum Strength 
giues you superior 
punching and 
leaping powers. 

In Strength mode, 
a Strength Punch 
can smash open 
locked doors, 
destroy uehicles, 
and puluerize an 


^ 4 )) 
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opponent's skull. In close combat, it J s an effectiue backup 
attack method when you don J t haue a Shotgun or S1Y1G 
handy. 

With Strength 
on, you can also 
Strength Jump to 
heights impossible 
for normal human 
legs, most 
low roofs are 
accessible with a 
single leap, while 
high roofs may 

take seueral smaller leaps as you hop up euterior obstacles 
to reach the top. Strength redefines how you uiew the 
battlefield. Don J t feel like you must take the straightforward 
ground path. Look for alternatiue attack routes up the rocks, 
hills, and buildings around you at all times. 

Perhaps your most 
impressiue power 
comes in the form 
of your Cloak. The 
Cloaking ability 
literally makes 
you inuisible so 
long as you haue 
energy auailable. 

And that's the key. 

Stand still and you can remain inuisible for a few minutes. 

At a full run, howeuer, you haue less than 10 seconds 
of sustained inuisibility. Play around with the Cloaking 
ability so you get a feel for when it J s going to giue out on 
you. If you aren J t in couer when you hearthe warning that 
you J re running out of energy, drop prone and crawl to your 
couer spot. Your Cloak will last a lot longerthis way, and 
it J s more difficult for enemies to spot you when you J re 
mouing horizontally along the ground if you should suddenly 
reappear. 










Besides wielding 
a loaded Shotgun 
behind gour 
enemg J s back, 
gour best weapon 
in combat is gour 
Cloak. After gou 
engage the enemg 
with a barrage, 
learn to shift into 
Rather than battle it 


Cloak and circle around gour enemies 
out from a stationarg point where enemies can zero in on 
gour position the "hit and Cloak JJ maneuuer confuses foes 
and gets gou out of harm J s wag almost immediatelg. lt J s 
a great defensiue maneuuer if gou can loop behind enemg 
arcs of fire and set up a new sniping point from behind 
couer. 


mission Plans 


Let J s get this out of the wag: Euerg mission is different! You 
must match gour attack plan to the recon intelligence and 
choose the course that best fits gour mission objectiues. 
You wouldn J t go in with guns blazing to entract data from 
a secluded computer if that meant the entire island would 
go on alert and each successiue objectiue would triple in 
difficulty. That said, gou will generally follow one of the 
following attack plans most of time. 


complete stealth 


"Haue Cloak 
will trauel JJ 
should be gour 
motto for most 
of gour island 
encursions. 
Generally, gou 
need to recon 
an area first 
to pinpoint 
the enemg 

placements and mouement patterns. You might also want 
to scout out prominent couer spots and objectiue locations. 
Certain mission objectiues require that gou not engage the 
enemy, in which case stealth is mandatorg. Gunfights are 
certainlg thrilling, but there are times when stealth will gain 
gou intel more effectiuely, and gou neuer want to be spotted 
before gou are readg to enact gour attack plan. 


stealth and combat 


most of gour 
objectiues 
will fall into 
this categorg. 
You recon 
the area first 
relging on gour 
master stealth 
capabilities. 
Cloaking mag 
also bgpass 


enterior defenses so gou can insert deeper into enemg 
territorg. Once gou identifg the objectiue and position 
gourself for mammum benefit gou suddenlg appear out of 
inuisibilitg mode and unload on gour first uictims. You can 
switch back to stealth angtime an area gets too hot when 
gou want to roll to another location for a new attach or euen 
go into "stealth and run JJ mode if reinforcements arriue. 


Rear Assault 


If combat is gour onlg option its generally a good idea to 
attack the foes from a direction theg don J t enpect. A surprise 
assault from the rear gate or after gou J ue Strength Jumped 
into a compound can throw the enemg into disarrag and gou 
can capitalize on the chaos with precision strikes against 
small groups. Remember to fall back on gour stealth tactics 
if y o li j re wounded or gou need a sudden change of scenerg. 


Front Assault 


You might take 
a lot of damage 
with a front 
assault but 
sometimes gou 
haue no choice 
but to attack 
head-on into a 
guarded area. 
The keg with 
this attack is 


to hit the enemg hard and remoue the high-damage targets 
[Tanks, machine gun nests, missile Launcher foes] first 
before turning gour attention to the indiuidual soldiers. 

Speed mode helps tremendouslg in such circumstances, as 
short bursts negate enemg weapon locks and set gou up for 
strafing runs along the enemg flanks. You can alwags Speed 
burst through a heauilg guarded area and then adopt one 
of the preuiouslg couered tactics as soon as gou J re out of 


immediate danger. 

The unurthudou method 


There are bound 
to be times 
when gou run 
out of ammo or 
just haue the 
urge to smash 
someone with 
a refrigerator. 
When all other 
plans fail, slip 
into "improu JJ 
mode and 
trg angthing 
gour suit can 

handle. You 

■ -y i'fiS might Strength 
Jump through 

■tfft aSHh an upper story 

window, grab a 
weapons crate 

^ — t and chuck 

down the stairs into the stunned faces of a handful of foes. 
Enemy uehicle heading directly at you? Cut down a palm tree 
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with srnG fire and block the road, then Speed sprint 
past them, Leauing a Liue Frag Grenade in your wake. 
When a plan fails, improuise and adapt. 


Basic Techniques 


You haue a lot of natural ability and weaponry at your 
disposal on these missions. Here are some basic tactics 
to take out foes and subject yourself to minimal return fire. 

Before you let loose 
your first bullet, 
make sure you 
know the enemy 
placements in the 
area. Depending 
on the terrain, you 
might scout the 
resistance with the 
naked eye. most of 
the time, when rocks and trees block your uiew, break out 
your Binoculars to recon the area. Your Binoculars giue you a 
reading on enemy pronimity, euen through blocking terrain, 
and display the distance to the closest enemies, which 
proues inualuable for planning your mouements. 








When scouting in 
gloom or darkness, 
remember your suit 
is eguipped with 
Night Uision. Flip 
this on to penetrate 
the shadows and 
suruey the area 
better. Night Uision 
has a limited 

duration before it must recharge; you can J t simply walk 
around with it on, so pick and choose the best recon spots 
from couer. 

As outlined earlier 
in the attack plans, 
you should usually 
be in stealth mode 
when approaching 
any unknown 
area. Cloak at the 
sound of enemies 
approaching or 
wheneuer you 

cross open ground. Against single targets [ortwo targets 
if you J re quick], approach while Cloaked and eliminate your 
enced shot to the head. 


If you haue the 
Precision Bifle [or 
Sniper Scope on 
another weapon], 
you may opt to 
eliminate foes 
at range. With a 
steady hand, you 
haue the aduantage 
of picking off 


your first uictim with a head shot and decreasing the odds 
against you. You may euen knock off all the foes in a small 
group before they mobilize. Against a large enemy group, 
howeuer, be prepared for the result that your first sniper 
shot ortwo will put all of your enemies on high alert. 


In the heat of 
combat, remember 
to fire. Cloak 
and moue. Don J t 
stand still. lt J s 
more important to 
disappear out of 
the enemy’s line 
of sight and miss 
taking damage than 
it is to deal the entra damage. You can always circle around 
and hit the enemy again without much risk. 

If you don J t want to 
waste ammunition. 

Strength Punch 
works great in 
close pronimity to 
a foe, especially 
from behind. 

Against uehicles, a 
Strength Punch can 
destroy a damaged 
machine or flip it. Sometimes it J s easier to take out two or 
three enemies inside an armored uehicle with a Strength 
Punch or two than it is to burst off a full clip of ammunition. 




‘ ' 


Seek couer spots 
wheneuer you don J t 
haue the upper 
hand in a firefight. 
Before the battle 
begins, you should 
haue a few spots 
in mind [starting 
spot, retreat point, 
backups] so that 


you don J t panic in the chaos of combat. Get in the habit of 
checking your map, too. If you get turned around in the heat 
of battle, a quick glance at the map might lead you to couer 
and saue your skin. 

Know your 
weaponry! As soon 
as you gain a new 
weapon, push it to 
its limits and learn 
in what situations 
it works best. You 
don J t want to bring 
a Pistol to a sniper 
point or stare at a 
Flashbang when it goes off. lt J s key to track your ammo, too; 
you can rip through a clip on the minigun before you know 
it, and you always want to reload during downtime so you 
don J t come up short when it counts. 

Advanced Techniques 

After a few hours with your Nanosuit [or minutes, if you J re 
a natural], it J s time to pull out all the stops. With the 
superhuman abilities now at your disposal, try some 
aduanced techniques to really ice the competition. 


<0 
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For truly 

spectacular leaps, 
combine Speed and 
Strength. Charge 
forward at a Speed 
Sprint and quickly 
perform a Strength 
Jump just before 
the gap or obstacle 
you want to leap 
ouer. You can catapult ouer barbed-wire fences and straight 
into compounds this way, orfly up onto a rooftop in a split 
second. Try launching yourself into the midst of startled 
foes with a Speed Jump and trigger off an S (Ti G clip to rip 
them to shreds before they can euen return a shot. 

A Frag Grenade can 
take out seueral 
targets if you 
catch them in a 
closed-in area or 
drop one near them 
when they aren J t 
looking, most of 
the time, howeuer, 
the enemy will bolt 
for couer when they see a grenade Oust as you would). To 
finish off sauuy foes, throw a grenade behind them to flush 
them forward and then drop another one in front of them. 

The resulting double bang should finish them off or set up a 
quick mop-up job on the stragglers. 


m. 1 ■* 
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Should 
you get 
in close 
enough 
and run 
out of 
ammo, 
go for the 
choke hold. In 
Strength mode. 


you can grab a foe and do seueral things with him: Hold 
him up as a meat shield to absorb incoming bullets, throw 
him a great [and deadly] distance, or snap his neck. You can 
saue ammo, too, if you sneak up behind a secluded foe and 
perform a choke hold. 

If you don J t want 
to use your hands, 
try driuing a uehicle 
at your foes. 
Obuiously, you can 
use the uehicle J s 
weaponry against 
your targets, but 
you can also run 
ouer foes, propel 
the uehicle directly at an enemy group where it will euplode 
like a missile attack, or shoot out the uehicle J s rear gas tank 
for some fireworks. Just be sure to eject before impact or 
euplosions. 


ralfpoiiiTfR I 

Every situation is different. Learn the basics and then read through the individual u 
^mission notes in the following pages for how best to handle a particular encounter. 






The weapons issued to you by the U.S. Special 
Forces and the armaments you secure during 
your island enpedition haue specific strengths and 
weaknesses against the uariety of foes you face. 

The following information details the main weapons, 
augmentations, and enplosiue deuices, along with 
general tactics on aduantageous moments to use 
this arsenal. 

Firearms, Grenades, 
and Enplosiues 

Pistol 

This generic 
but functional 
Pistol is used 
by both U.S. 
and KPA forces. 
It features 
semiautomatic 
or two-round 
burst modes. 
Targets struck 
bg the bullets 

suffer moderate initial damage. As the bullets are small, 
their damage is lessened ouer distance, so the weapon 
therefore is most effectiue ouer short ranges: less than 
50 meters [1B5 feet]. When found, a second Pistol can be 
employed, allowing dual use with one Pistol in each hand. 
Howeuer, only a single Pistol can be used with Iron Sight. 
You can mount a Silencer and Laser Pointer on the Pistol 
[these are automatically mounted on each Pistol when 
selected], and use Iron Sight [one Pistol only]. The Pistol is 
auailable from your initial sortie, at the start of the Contact 
mission. 




The statistics and tactics for each weapon differ in the 
single-player and multiplayer games. Please consult the 
multiplayer Training chapter later in this booh for additional 
information. J 

FY71 Assault RiTle. 

This is a rather 
old Assault 
Rifle, used 
primarily in 
the late 20th 
century, and it 
cheaply arms 
the majority of 
the North Korean 
infantry army. 
This weapon 

features semi- and fully automatic modes, with the fully 
automatic firing mode employed in most situations. Unlike 
the Submachine Gun, it fires at a slower rate, but doesn J t 
lose as much damage ouer distance, and is therefore 
a capable weapon at most ranges. You can equip the 
Silencer, Laser Sight, Flashlight, Under-Barrel Grenade 
Launcher, Tranquilizer Attachment, Incendiary Ammunition, 
Reflen Sight, Assault Scope, and Precision Scope on this 
weapon. The FY71 is auailable at the beginning of the 
Contact mission. 


SCAR Assault Rifle 



This is the 
standard 
Assault Rifle 
that is issued 
to U.S. American 
forces in 
the combat 
theaters across 
the world. 

It features 
both semi- 
automatic and fully automatic modes of fire. The rate of fire 
is moderate: slightly faster than the FY71, but slower than 
the smG. It has strong initial damage at close quarters and 
loses almost no damage ouer distance due to aduanced 
cartridge design. Otherwise, this weapon is similar to 
the FY7 1 in terms of damage and range. On this Rifle, you 
can mount a Silencer, Laser Sight, Flashlight, Under-Barrel 
Grenade Launcher, Tranquilizer Attachment, Reflen Sight, 
Assault Scope, and Precision Scope. This weapon is 
auailable from your initial sortie, at the start of the Contact 
mission. 



Shotgun _ 



This is 

operated by a 
pump action. 
The operator 
can switch the 
radius of the 
shell spreads 
between 
normal and 
narrow fire 
modes. Use 

the narrow spread and combine it with the Iron Sight or 
a scope to fire precise shots up to a medium distance. 
Use the normal fire mode to blast foes with deua stating 
damage at close range. This weapon has strong initial 
damage, howeuer, it loses a great deal of damage ouer 
distance. Thus its effectiueness is restricted to a uery 
short range [10 to 20 meters, or 33 to 66 feet]. You can 
mount the Laser Sight, Flashlight, Ref leu Sight, Assault 
Scope, and Precision Scope on this weapon. Howeuer, 
the latter is only useful for obse ruing enemy mouements 
or enuironments from a distance; it is detrimental in 
combat. The Shotgun is auailable near the end of the 
Contact mission. 


/fT'fc 
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precision sniper Hifle insGH 

A well 

put-together, 
bolt-action 
operated Sniper 
Rifle primarily 
used by the 
Korean People J s 
Army, this 
one sacrifices 
speed for 
range. As 

enpected, this weapon causes uery high initial damage, 
and has the aduantage that its damage doesn J t decrease 
no matter how far the range. Of course, the lack of a 
rapid-fire option means you should ideally fire and take 
down enemies with one shot, usually at longer ranges. 

Or, you can ignore the scoped shots, and engage foes in 
rr one-shot-kill JJ combat at closer quarters. You can mount 
the Laser Sight, Reflen Sight, Assault Scope, and Precision 
Scope on this weapon; the two scopes are of particular 
benefit and should be affined immediately. The Sniper 
Rifle is auailable during the second half of the Recouery 
mission. 




This is a standard-issue support and anti-material Rifle 
issued to specific forces in the U.S. military. Using an 
aduanced bolt action, this Gauss Rifle inflicts instant-kill 
damage against humans and armor-piercing damage that 
can euen cut through tank armor. Better yet, this weapons 
shells do not lose any damage ouer distance, and the 
projectiles trauel at a uery high speed, impacting almost 
instantly after being fired. This means a scope is a good 
choice for augmentation. Or, you can dispense with Scoped 
shots, and engage foes in rr one-shot-kill JJ combat at closer 
quarters. You can mount a Laser Sight, Flashlight, Reflen 
Sight, Assault Scope, or Precision Scope on this weapon. The 
Gauss Rifle is auailable during the Onslaught mission. 


Gauss Hie . 





^Tgjjp rn WKMSME2BL, 
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sudmachlne cun [siug] 

This is a 
regulation, 
rapid-fire 
weapon, used 
mainly by 
KPA troops, 
specifically the 
Special Forces 
soldiers, 
although some 
other enemy 

infantry carry them. The smG is able to fire in semi- or 
fully automatic modes, and causes moderate initial 
damage, but [like the Pistol] the damage decreases ouer 
range, thanks to its small ammunition rounds. Therefore, 
enpect the smG to be most effectiue ouer short range 
[under 50 meters, or 165 feet). You can mount a Silencer, 
Laser Sight, Ref leu Sight, Assault Scope, and Precision 
Scope on this weapon. Howeuer, due to the weapon's 
ineffectiueness at longer range, it isn't suitable for 
shooting long-range targets, euen with a scope attached. 
The smG is auailable during the second half of the Relic 
mission. 


A two-handed 
heauy weapon 
giuen to only 
the most elite 
of KPA Special 
Forces troops 
that don their 
own special 
Nanosuits, 
the minigun 
offers deuas- 

tating initial damage and loses only minimal damage ouer 
distance. The sheer rapidity of the shots is enough to defeat 
both infantry and uehicular hostiles, but the weight of the 
weapon makes it incredibly difficult to aim, and its rounds 
are used up uery quickly. Therefore, it is recommended that 
Strength mode be engaged to compensate for the minigun's 
strong recoil when firing. You should also keep the barrel 
rolling by tapping 01 so you can fire instantly without 
waiting for the barrel to warm up. You can mount the Laser 
Sight and Flashlight on this weapon. The minigun is auailable 
during the Awakening mission. 


missile launcher 


A relatiuely 

lightweight 
and disposable 
missile 
Launcher with 
three missiles 
in it, this 
equipment is 
issued as a 
munition 
than a weapon 

[and deemed an "enplosiue" during the Walkthrough se 
of this guide]. The missile Launcher becomes useless and 
is discarded after the third shot. It is sometimes wiser to 
throw away a missile Launcher with only one ortwo shots 


IjADUisoRV ■" 


When firing this Sniper Rifle at long range, or ang 
other weapon that uses the Assault and Precision 
Scopes, emplog Strength to steadg your aim, but 
remember to switch to Armor if you come under 


|^heauy fire. 












remaining and grab a full Launcher, depending 
□n the combat situation. Simply fire at the target 
gou haue a perfect line-of-sight on. missiles must 
be manuallg guidedj theg follow the laser dot until 
detonation. Taking down uehicles is this weapons 
primarg strength. You cannot attach augmentations to 
this weapon. The missile Launcher is auailable during the 
second part of the Recouery mission. 


smoke Grenade 


toplosiue charge 


This Enplosiue 
parcel of highly 
uolatile ingre- 
dients features 
a charge that 
is detonated 
remotely. 

Simply drop 
the Enplosiue 
Charge, or else 
clamp it to an 

object you wish to enplode [ideally a uehicle in need of 
remoual or a mission objectiue], and then back awayj 
the detonator appears in your hand once the enplosiue 
is prepped. Then actiuate and e up lode the charge and 
any nearby scenery orthe uehicle in guestion. multiple 
charges can be laid before the first enplodes. Enplosiue 
Charges can also be used in more deuious places, such 
as entrances, enits, or chokepoints where enemies 
congregate, and detonated as a trap. Hiding the charge 
on orbehind scenery, so the enemy doesn J tsee it, is 
useful. You cannot attach augmentations to this weapon. 
The Enplosiue Charge is auailable during the first part of 
the Assault mission. 


Fragmentation Grenade . 


This standard- 
issue enplosiue 
Grenade is 
in plentiful 
supply, both 
in singles and 
trays. Fragmen- 
tation, or rr Frag JJ 
Grenades are 
used primarily to 
break up choke- 

here enemies concentrate. Foes tend to scatter 
away from Grenades, which allows you to flush them out 
of heauy couer and into your gunfire. You can also use 
Frag Grenades to create a diuersion, throwing one so that 
foes inuestigate the explosion while you maneuuerto 
escape. Frag Grenades are unfortunately rather ineffectiue 
against armored targets like tanks. Howeuer, they can 
still damage a tank's [or LTU J s] components, such as the 
wheels, treads, or other rr soft JJ targets. This assists you 
in taking out tanks with proper anti-tank armaments, 
uch as Enplosiue Charges or missiles. The Fragmentation 
renade is auailable during the second part of the Contact 
ission. 


{©) 


Wheneuer 
troops attempt 
to cross a large 
and dangerous 
open area 
with enemies 
watching, 
such as a road 
between two 
buildings. Smoke 
Grenades can be 
employed to create couer. When you use Smoke Grenades, 
lob the Grenade forward, then rush through the smoke to your 
desired [and presumably safe] location. As you are temporarily 
obscured, you can also close in on enemies near the smoke, 
and attack them with an aduantage. In addition, you can 
disturb a group of foes by lobbing Smoke Grenades directly at 
them. This disperses them, allowing you to more easily pick 
them off. Smoke is also used to disguise a flank or retreat 
maneuuerthat you wish to make; think of smoke as couer you 
can employ at any time. The Smoke Grenade is auailable during 
the second part of the Contact mission. 


FFashbanq Grenade _ 


When maneu- 
uering through 
urban areas, 
where you J re in 
tight pronimity 
to dangers 
around euery 

** A corner, utilize 

JB the Flashbang 
Mm fl Grenade. This 

' grenade is 
ideally suited to such combat, and is a good alternatiue to 
Smoke Grenades. Flashbangs blind enemies [and yourself, if 
you J re too close to the detonation zone] for seueral seconds. 
Look to the side or away just before the Flashbang enplodes, 
or hide behind couer, so you don J t suffer the blinding flash. 
Then rush the blinded enemies and drop them immediately 
while they are incapacitated. The Flashbang Grenade is 
auailable during the second part of the Recouery mission. 

IpUISORV s 

Remember that employing Strength when throwing U 
Grenades allows you to lob them much farther than normal. 


Gre 

molecular flccelerator [hidbci 


nal. 


The mOAC is a 
custom-made, 
field-stripped 
weapon 
based on 
captured alien 
technology. 
Prophet was 
responsible 
for making the 
initial model, 

but the enact build specifications remain unknown. The 
weapon collects moisture from the air and conuerts it into 
deadly projectile shards of ice. This ice is then accelerated 
through the weapon with such force, that it can pierce 
and rip apart metal. It is essentially the same weapon the 
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Alien foes use on human forces. The weapon has limitless 
ammunition [as the mountain air isn J t dry], but like the 
minigun, requires a small pause to build up before firing. This 
weapon is primarily used to destroy Aliens. You can mount 
the Laser Sight and Flashlight on this weapon. The mOAC is 
auailable during the Paradise Lost mission. 


Weapon Augmentations 


Silencer 


A useful addition Silencers 
benefit the compatible 
weapons by suppressing 
the sound of the weapon 
when it is fired. A Pistol 
with a Silencer is almost 
undetectable to the ears of 
the KPA. All other Silencers 
suppress the sound to a distance of around 10 to 20 meters 
[32 to 64 feet]. Unfortunatelg, Silencers reduce damage 
ouer distance, so remoue them for long-range combat and 
employ them instead for stealthy Cloaked takedowns. 


laser Sight [iflliil 


A Laser module attached 
to the underside of the 
weapon the Laser Sight 
emits a strong laser 
that allows gou to more 
accuratelg target enemies, 
especiallg those on the 
moue. Enemies don J t usuallg 
react to gour Laser Sight. 


Flasiiiioht _ 


A Light module attached to 
the underside of the weapon. 

The Flashlight emits a strong 
light that illuminates the 
area immediately in front 
of gou, entending up to 20 
meters [64 feet]. Use it in 
dark locations, but make sure 
gour enemies don J t notice the light 


incendiaru flininunition 


A stronger round than 
normal, Incendiarg 
Ammunition is accessed uia 
the weapon augmentation 
selection. Incendiarg rounds 
are effectiue against Alien 
foes, but are otherwise 
simplg stronger rounds. 
There is no actual splash damage, despite the enplosiue 
nature of this ordnance. 


iron sight 


This isn J t actuallg an augmen- 
tation it is the built-in sight 
that mang of gour weapons 
begin with. Hold down 02 to 
emplog a slight zoom. Do not 
underestimate this apparatus; 

melg useful 
[especiallg on the Pistol] 


Reflen sight 


I Hauing a better 

■ zoom function 
than the Iron 
Sight, the Reflen 
I Sight allows you to 
gfj fire accurately while 
* V. ■ I on the moue, mainly 

due to the holographic red 
dot on the lens. Doth the Iron and Reflen Sights allow gou 
to see the immediate areas to the side of the scopes, which 
also helps you stay on the moue. Toggle between this and 
the Iron Sight to see which gou prefer. 


Assault scope _ 


A 3.5h magnification makes 
this Assault Scope idealfor 
taking down foes at medium 
distances. Howeuer, unlike 
the preuious sights, gou lose 
some situational awareness 
due to the limited field of 
uiew. So onlg emplog this 
Assault Scope if gou J re sure there are no enemies in gour 
peripheral uision that gou mag miss. 


Precision sniper scope. 




Able to toggle between 4h 
and 1 On magnification [two 
settings], this Precision 
Sniper Scope allows you 
to tackle foes at medium 
or spectacularly long 
distances, and should be 
used instead of the Assault 


Scope in all circumstances. When in use, it loses the same 
peripheral uision as the Assault Scope. 


Grenade launcher 


When attached to the 
underside of gour weapon, 
this augmentation fires 
enplosiue Grenades [which 
are not Fragmentation 
Grenades]. This is a good 
wag to begin a run against 
a cluster of foes and not 
waste time lobbing a regular Grenade. Uary the length of 
time gou hold down 01 to help with gour aim, and remember 
to select the Grenade Launcher with (g. 


Tactical attachment 


A rarelg-used attachment 
that prouides a disabling, 
nonlethal dart that can drop 
a target for around sis-stg 
seconds. Use this wheneuer 
euen Silenced weapons are 
too riskg — while infiltrating 
an area and need to operate 
as quietlg as possible. 


when gou wish to more accuratelg tackle enemies on whom 
gou need not emplog the Sniper Scope. 




Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 






When an LTU pulls up firing its machine gun, odds are geu J ll diue for 
couer. Your Nanosuit can onlg tahe so mang high-impact bullets at once. 

Shoot the driuer and gunner, and gou can turn the tables and jump in the 
uehicle gourself. 

That J s the nature of uehicles in Crysis : If the enemies can use it, so 
can gou. This section prouides technical specs and descriptions of euerg 
uehicle in the game, as well as uehicle weaponry capabilities, uulner- 
abilities, and damage limits. 


sinGe-puRveR vehicl€ statistics 


Uehicle Class 

Uehicle Weapon 

Base 

Damage 

Reload Time 
(seconds) 

muzzle uelocity 
(m/s) 

Rate of Fire 

Anti-Air Uehicle 

AA Cannon 

125 

— 

000 

1,000 

Anti-Air Uehicle 

AA missile 

250 

3 

— 

GO 

Infantrg Combat Uehicle [ICU] 

Anti-Tank missile 

GOO 

2.5 

— 

24 

Infantrg Combat Uehicle [ICU] 

Automatic Cannon 

200 

— 

200 

120 

North Korean Helicopter 

Helicopter Chaingun 

GO 

— 

000 

1,000 

North Korean Helicopter 

Helicopter Bochet Pod 

110 

— 

— 

130 

North Korean Tanh 

Tank Cannon 

300 

4 

350 

15 

North Korean Tank, Helicopter 

Asian Coamal machine Gun 

00 

— 

000 

BOO 

Strickland J s Gauss Tanh 

Gauss Cannon 

2000 

3.5 

10,000 

10 

United States Battle Tanh 

U.S. Coamal machine Gun 

00 

— 

000 

BOO 

United States Battle Tanh 

U.S. Tank Cannon 

GOO 

3.3 

350 

10 

Uarious 

Uehicle-mounted machine Gun 

GO 

— 

— 

BOO 

UTOL 

UTOL Coamal Cannon 

100 

— 

1200 

700 

UTQL 

UTOL Guided missile 

400 

— 

— 

24 

UTDL 

UTOL minigun 

GO 

— 

BOO 

1,200 


rnUL^TIF^AVCiR VCHICL STATISTICS 

Uehicle Class 

Uehicle Weapon 

Base 

Damage 

Reload Time 
(seconds) 

muzzle Uelocity 
(m/s) 

Rate of Fire 

Anti-Air Uehicle 

AA Cannon 

125 

— 

BOO 

1,000 

Anti-Air Uehicle 

AA missile 

300 

3 

— 

GO 

Amphibious APC, ICU 

Anti-Tank missile 

300 

2.5 

— 

24 

Amphibious APC, ICU 

Automatic Cannon 

150 

— 

200 

120 

Gauss Tank 

Gauss Cannon 

050 

3.5 

10,000 

10 

Helicopter 

Helicopter Chaingun 

GO 

— 

000 

1,000 

Helicopter 

Helicopter Socket Pod 

500 

— 

— 

130 

North Korean Light Tank 

Tank Cannon 

300 

4 

350 

15 

NK Light Tank, Helicopter 

Asian Coamal machine Gun 

50 

— 

000 

BOO 

Singularity Tank 

Singularity Cannon 

3000 

— 

— 

— 

TAC Tank 

TAC Cannon 

3000 

— 

— 

— 

United States Battle Tank 

Tank Cannon 

300 

3.3 

350 

IS 

U.S. Battle Tank, UTQL 

U.S. Coamal machine Gun 

50 

— 

BOO 

000 

Uarious 

Uehicle-mounted Gauss Oifle 

250 

3.5 

— 

32 

Uarious 

Uehicle-mounted machine Gun 

GO 

— 

— 

000 

UTOL 

UTOL minigun 

00 

— 

000 

1,200 

UTOL 

UTOL Guided missile 

400 

— 

— 

24 
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The statistics and tactics for each u 
uehicle may differ in the single-player 
and multiplayer games. Please consult 
the tables below for the differences. 




vuuneRRBiuiTies 





Anthfllr uehicle 


Description: The Anti- 
Aircraft Battery uehicle 
is a mobile unit that can 
be driuen to any area 
where enemy aircraft 
incursion is suspected 
to set up defensiue 
fire. The yuns on a sinyle AA Battery can down seueral UTDLs 
or Helicopters. In orderto receiue air support you may be 
required to eliminate the AA Battery uehicles in a reyion. 


FULL VULFiERnBILITieS 

■ AU mines 

■ Claymores 

■ Explosions 

■ missiles 

■ mBAB [can be frozen] 

■ TAC Cannons 


orfirgg cimiTS 

lx Explosiue Charyes 
lx Gauss Tank rounds 
lx missile hits 
lx Tank rounds 
lx Uehicle-mounted 
missiles 


RRRTIRL. VUURGRR3IUITIGS 

■ Engine uulnerable to explosions 

■ Sliyht damage from AA Uehicles 

■ Sliyht damaye from collision 

■ Slight engine and track damage from Gauss Bifle 

■ Slight uulnerabilitg to Grenades 

■ Tracks can be disabled 

flmpniblous bpc imuliiplayer onlul 

Description: Sometimes 
gour target does 
something inconuenient 
such as going for a 
swim when gour treads 
can J t leaue the beach. 
Now you can track them 
down no matter where they flee. The Amphibious APC works 
on land and water, and its uersatile design actuallg makes it 
less susceptible to tactics that damage most other uehicles. 


full vucneRR3icmes 

■ AU mines 

■ Explosions 

■ missiles 

■ mOAB [can be frozen] 

■ TAC Cannons 


ORriRGG LirilTS 

lx Explosiue Charges 
lx Gauss Tank rounds 
5x missile hits 
x Tank rounds 
5x Uehicle-mounted 
missiles 


PRRTIRL. VUL.neRR3IL.meS 

■ UJheels stronglg resist damage [try Gauss Bifle] 

■ Slight damage from AA Cannon and Automatic Cannon 

■ Slight uulnerabilitg to Grenades 

Battle Tank 

Description: The big 
boys of the armored 
diuision. The Battle 
Tank sucks up damage 
like no tomorrow — 
it J s able to eat four 
missile hits before 
going down — and fires back powerful projectiles, depending 
on what cannon has been mounted atop it. Think of it as a 
mobile fort. 


DRnnQe lifiits 

lx Explosiue Charges 
5x Gauss Tank rounds 
4x missile hits 
4x Tank rounds 
4x Uehicle-mounted 
missiles 


AU mines 
Explosions 
missiles 

mOAB [can be frozen] 

TAC Cannons 

RRRTIRL. VUL.neRR3IL.meS 

Engine uulnerable to explosions 

Slight damage from AA Uehicle 

Slight damage from collision 

Slight engine and track damage from Gauss Bifle 

Slight uulnerability to Grenades 

Tracks can be disabled 


Mian uehicle 


Description: lt J s the kind 
of uehicle you could 
see in your neighbors 
garage. A Ciuilian Car or 
Pickup Truck can haul 
a few passengers and 
some cargo in the backj 
it J s not going to suruiue long in a battlefield. If you want a 
quick ride, hop in — just don J t driue ouer any land mines. 

full. vuLnerJfl3L.mes D a m a g e Li m its 

■ AU mines 


Claymores 
Explosions 
Gauss Bifles 
missiles 

mBAB [can be frozen] 
TAC Cannons 


■ lx AU mines 

■ lx Explosiue Charges 

■ lx Gauss Bifle hits 

■ lx Gauss Tank rounds 

■ lx missile hits 

■ lx Tank rounds 

■ lx Uehicle-mounted 
missiles 

RRRTIRL. VUUnGRR3IL.ITieS 

Collisio 

Slight damage from mBAC 
Tank shells and ICU rounds 
Tire damage 

Uulnerability to small arms 
Uulnerable to infantry Gauss Bifles 


Heauy ITU „ 


Description: The 

upgraded uersion of 
the LTU can withstand 
seueral more shots from 
a Gauss Bifle. Euerything 
else performs basically 
the same, though you 
may find a higher caliber gun mounted topside than on its 
counterpart. 


FUUL. VUUneRRBIUITIFS 

■ AU mines 

■ Clagmores 

■ Explosions 

■ Gauss Bifles 

■ missiles 

■ mBAB [can be frozen] 

■ TAC Cannons 


DRT IRGG L.IFIITS 

lx AU mines 
lx Explosiue Charges 
lx Gauss Tank rounds 
lx missile hits 
lx Tank rounds 
lx Uehicle-mounted 
missiles 

3x Gauss Bifle hits 
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PRRTIRU VUUneRRBIUITieS 

■ Collision 

■ Enposed driuer side 
Enposed gas tank 
■ Tank shells and ICU rounds 
Tire damage 
■ Uulnerabilitg to small arms 
i Uulnerable to infantrg Gauss Rifles 
Uulnerable to mOAC 


Light Tanh 


infantry combat uehiclejicuL 


Description: These armored 
personnel carriers 
transport ground troops 
angwhere in a matter of 
minutes. If engaged, an 
ICU can sustain a high 
amount of damage and 
usuallg returns fire with an automatic heaug cannon firing high- 
enplosiue rounds. The ICU is uulnerable to Clagmores. 


onriRce uinixs 

In Enplosiue Charges 
In Gauss Tank rounds 
2 h missile hits 
In Tank rounds 
2 h Uehicle-mounted 
missiles 


F^KJUU 

VULRGRR3IUITIGS 

i AU mines 
i Clagmores 
i Enplosions 
i missiles 

i mQAR [can be frozen] 
i TAC Cannons 

PRRTIRL. VULRGRRSILITIGS 

i Engine uulnerable to enplosions 
i Slight damage from AA Uehicle 
i Slight damage from collision 
i Slight engine and track damage from Gauss Rifle 
i Slight uulnerabilitg to Grenades 
i Tracks can be disabled 


Light Tactical uehicle [LTU] 


Description: The most 
common militarg 
uehicle on the island, 
the LTU [Light Tactical 
Uehicle] serues as 
the North Koreans" 
all-purpose uehicle. 
transports, it defends checkpoints, and it attacks as a 
reinforcement uehicle. Unlike the more heauilg armored 
uehicles, the LTU can be damaged bg small arms fire. 


t= r uuu vuunGRR3ii^mes 

AU mines 
Clagmores 
Enplosions 
Gauss Rifles 
missiles 

mOAR [can be frozen] 

TAC Cannons 


ZDflflRGe LimiTS 

i In AU mines 
i In Enplosiue Charges 
i In Gauss Tank rounds 
i in missile hits 
i In Tank rounds 
i In Uehicle-mounted 
missiles 
■ 2 h Gauss Rifle hits 

PRRTIRL VULneFtRBILITieS 

Collision 

Enposed driuer side 
Enposed gas tank 
Tank shells and ICU rounds 
Tire damage 

Uulnerabilitg to small arms 
Uulnerable to infantrg Gauss Rifles 
Uulnerable to mOAC 


Description: Though it 
has less armor than its 
Battle Tank counterpart 
the Light Tank can still 
rule the battlefield. You 
want to be behind this 
Tank — not in front of 
it — as it rolls out to crush and detonate whateuer ends up in 
its path. Its a solid numbertwo choice on the ground. 


vuLneRRBumes 

■ AU mines 

■ Enplosions 

■ missiles 

■ mOAR [can be frozen] 

■ TAC Cannons 


ZDRr IRGG LimiTS 

i In Enplosiue Charges 
i 2 h Gauss Tank rounds 
' 3 h missile hits 
' 3 h Tank rounds 
' 3 h Uehicle-mounted 
missiles 

PRRTIRL VULRGRRBILmeS 

Engine uulnerable to enplosions 

Less armor than Battle Tank 

Slight damage from AA Uehicle 

Slight damage from collision 

Slight engine and track damage from Gauss Rifle 

Slight uulnerabilitg to Grenades 

Tracks can be disabled 


■ Enposed gas tank 

Troop Transport irucb 


t Description: This is 

a general transport 
I uehicle that pulls all 
sorts of dutg. You mag 
I find it mounted with a 
W machine gun. You mag 

a"’*' ®F find it loaded with North 

Korean troops in the back. You mag find it abandoned on the 
side of a roadj and it J s all gours. 

F r uuu vuLneRnsiLiTies 
■ AU mines 


Clagmores 

Enplosions 

missiles 

mOAR [can be frozen] 
TAC Cannons 


ORriRGG LirilTS 

In AU mines 
In Enplosiue Charges 
In Gauss Tank rounds 
in missile hits 
In Tank rounds 
In Uehicle-mounted 
missiles 
■ Gn Gauss Rifle hits 

PRRTIRL VULR€RR3ILITieS 

Collision 

Enposed gas tank 
Slight damage from mQAC 
Tank shells and ICU rounds 
Tire damage 

Uulnerabilitg to small arms 
Uulnerable to infantrg Gauss Rifles 


sea 

oouercratL [moiiipLayer nmy] 


Description: Houercrafts 
generallg patrol the 
water perimeter and 
lend gun support to the 
North Korean units on 
the beaches. You can 
hijack a houercraft bg 
swimming up to it undetected and performing a Dolphin 
Jump out of the water and onto the ship J s deck. 
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t= r uuu vuunGRRBiumes 

■ AA missiles and flak 

■ missiles 

■ mQAR [can be frozen] 

■ TAC Cannons 

■ Tank shells and ICU 
rounds 


onriRce uimxs 

' In Enplosiue Charges 
' In Gauss Tank rounds 
' 2 h missile hits 
i 2 h Tank rounds 
i 2 h Uehicle-mounted 
missiles 

i 5 h Gauss Rifle hits 

RRRXIRL. VUUneRR3IL^ITieS 

Slight damage from Gauss Rifle 
Slight damage from mOAC 
Slight damage from rifles 


Patrol Boat [multiplayer only] 


Description: The heauiest 
of the armed boats 
around the island can 
pull into a port and seize 
control. The patrol boat 
has a large crew and 
the guns to punch holes 
in beach bunkers. Its reinforced hull can take a beating 
[three times more, in fact than the smaller boats]. 



fxjul. vuL.neFtn3iL.mes 

■ AA missiles and flak 

■ missiles 

■ mOAR [can be frozen] 

■ TAC Cannons 

■ Tank shells and ICU 
rounds 


onnnce uimxs 

■ In Enplosiue Charges 

■ 3h missile hits 

■ 3h Tank rounds 

■ 2h Uehicle-mounted 
missiles 


RRRXIRL. VUL.neRR3IUITieS 

■ Slight damage from Gauss Rifle 

■ Slight damage from mOAC 

■ Slight damage from rifles 


small patrol Boat 

Description: These Small 
Patrol Boats scout 
around the islands 
shores searching for 
enemy actiuitg and 
disturbances. Theg 
generallg patrol in pairs; 
be on the lookout for a second craft as soon as gou spot the 
first. If it becomes a nuisance, a single missile can knock it 
out of commission. 



fXJUL. VUURGRRBIUmeS 

■ AA missiles and flak 

■ missiles 

■ mOAR [can be frozen] 

■ TAC Cannons 

■ Tank shells and ICU 
rounds 


Dflrmce uimrrs 

■ In Enplosiue Charges 

■ In Gauss Tank rounds 

■ in missile hits 

■ In Tank rounds 

■ In Uehicle-mounted 
missiles 

■ 5h Gauss Rifle hits 


RRRXIRL. VUUneRRBlUIXieS 

■ Slight damage from Gauss Rifle 

■ Slight damage from mOAC 

■ Slight damage from rifles 
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RRRXIRL. VUUneRRBlUIXieS 

■ Slight damage from Gauss Rifle 

■ Slight damage from mOAC 

■ Slight damage from rifles 


Description: This Uertical 
Takeoff and Landing 
aircraft can fly at high 
speeds as well as lift 
off uertically. Its plating 
has more shielding than 
the Helicopter, and its 
longer range makes it the choice on more missions within 
enemg territorg. 


FULL VUURGRR3IL.IXIGS 

■ AA missiles and flak 

■ Collisions 

■ missiles 

■ mOAR [can be frozen] 

■ TAC Cannons 

■ Tank shells and ICU 
rounds 


oRriRce uinixs 

i In Enplosiue Charges 
i In Gauss Tank rounds 
i 2 h AA Uehicle rounds 
i 3 h AA missile hits 
i 3 h missile hits 
i 3 h Tank rounds 
i 3 h Uehicle-mounted 
missiles 

RRRXIRL. VUUneRRSlUIXieS 

Slight damage from Gauss Rifle 
Slight damage from mOAC 
Slight damage from rifles 


Attach Helicopter 


Description: 

The Helicopter 
prouides easg 
insertion and 
euac operations, 
with enough armor 
and firepower to deal 
with limited enemg forces. You J ll be happy to see these boys 
when they fly in with sudden reinforcements. If they are 
hostile, a missile might change their mind about approaching 

f=UUU VUURGRRBIUmGS 

■ AA missiles and flak 


Collisions 

missiles 

mOAR [can be frozen] 
TAC Cannons 
Tank shells and ICU 
rounds 


oRriRGG uinixs 

In AA Uehicle rounds 
In Enplosiue Charges 
In Gauss Tank rounds 
2h AA missile hits 
2h missile hits 
2h Tank rounds 
2h Uehicle-mounted 
missiles 


EMUSHISB n 
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PRINIA Official Game Guide 



Spoiler Alert! Some of the profiles in this section contain single-player plot reuelations. 
Proceed with caution! 


Fv \ 


Character Profiles 

nomad 



Rank: Special Farces Lieutenant 

Call sign: Nomad 

Description: Caucasian American, late 2Bs. 

Strong, athletic, auerage height, rugged 
looks. 

Role: Plager Character [Sguad Leader] 

Profile: An elite Special Forces soldier with a track record of 
exceptional achieuement. Nomad consistentlg performs 
aboue and begond expectations. Nomad has difficultg 
expressing his feelings and doesn J t want to get close to 
angbodg. He idolizes major Barnes, feels a strong respon- 
sibilitg toward his sguad, and is determined to complete 
his mission no matter what. His motiues are driuen, and 
diuided, bg his desire to complete his orders, and his 
logaltg to major Barnes. 



Name: major Laurence Barnes 

Rank: Raptor Team Commander 

Call sign: Prophet 

Description: African American, earlg 4Bs, 
tall, imposing, a seasoned ueteran of Gulf 
wars in Irag and Iran, highlg trained and 
educated. 

Role: Sguad Commander. Role model to Nomad, and leader 
to the team. 

Profile: Barnes is grim, cold, and fatalistic. Although he 
cares deeplg about his sguad, he expresses his caring 
in the form of rr tough loue. JJ He demands a lot from them, 
and expects them to get bg on minimal praise. He seems 
gruff, but he J s not aboue a brief, humane moment of 
genuine warmth with his sguad mates if he feels theg 
are too close to the edge. The cold exterior seems to be a 
mask, but most of the time onlg the mask is uisible. 


psycho. 




Name: Sgt. Michael Sgkes 
Rank: Sniper 
Call sign: Psgcho 

Description: Caucasian, British, m id-2 Os, 
auerage height, stockg, hardened 
features and a cold stare. From a working- 
class familg. 

Role: Sguad mate 



// 

\ 
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Profile: Psgcho is a former SAS operatiue who joined 
Prophet J s sguad as part of an exchange program. His 
nickname comes from the sguad J s assumption that his 
SAS training left him psgchologicallg scarred. He takes 
the nickname well, and acts the part for the sguad, but 
he J s not a bad lad. He J s got a lot of heart, but he J s rarelg 
willing to show it. Psgcho has a short fuse, and can 
switch from cold and unresponsiue to hot and furious in 
an instant. He loues shooting things and doesn J t think 
twice about killing. 


Name: martin Hawker 

Rank: Infantrgman 

Call sign: Jester 

Description: African American, late 2Bs, 
tall, heaug build. 

Role: Sguad mate 

Profile: Jester wants to impress, and he wants to be taken 
seriouslg. He J s well-read in science and politics, but not 
well-educated like Prophet, whom he greatlg admires. 
Jester has a tendencg to read and belieue in bizarre 
scientific theories and outlandish conspiracies. Theg call 
him Jester not because he J s funng, but because he J s the 
butt of mang of their jokes. 




Name: Harrg Cortez 

Rank: Intelligence and Communications 

Call sign: Aztec 

Description: Latino American, late 3Bs, 
short, auerage build. 

Role: Sguad mate 

Profile: Aztec is extremelg adept at dealing with almost ang 
combat situation, and is a uerg intelligent soldier, albeit 
with a slight mean streak that has lead some in the team 
to label him a rr smart-ass. JJ Jester takes the brunt of his 
uerbal barbs because Jester is less eloguent and usuallg 
unable to return the banter. Aztec enjogs making fun of 
Jester. Aztec is also multilingual, and he possesses a 
host of other combat talents that make him inualuable in 
hot zones. 
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Sarah Hansen 

Rank: cm Agent 

Description: Asian American, early 30s. 

Role: First of the scientists you meet. 

Turns out to be undercouer CIA 
monitoring the other scientists- 1 work. 

Profile: Hansen J s presence giues the first 
hint that there is some credence to Dr. 

Rosenthal’s ideas. She proues that his theories are being 
taken seriously enough by the American gouernment 
that they haue sent in a CIA agent to monitor his work 
and his relationship with the North Koreans. When KPA 
General Kyong was on the uerge of entering the Alien 
ship, he locked down the entire facilityj Hansen could not 
get word back to her CIA colleagues at Langley about his 
progress. The situation was dire, so she escaped with her 
fellow scientist, martin Badowsky. They were attacked 
by Aliens during their escape and Badowsky died. Hansen 
is still in shock because of the way her friend was killed. 


major clarence stnchland 



Rank: marine Corps major. 

Description: Caucasian American, early 
40s. 

Role: Leads a O.S. Special Operations Team 
as they inuade the island. Becomes 
your guide when Prophet goes mm. 

Profile: Strickland is the gung ho leader 
of Team Idaho, the O.S. inuasion force on the island. 

He J s at home on the battlefield and thriues in a combat 
enuironment. He has dedicated his life to the O.S. Army 
and his enthusiasm for the job neuer wauers, euen under 
intense pressure and when fighting against impossible 
odds. He demands and receiues unguestioning loyalty 
from his troops, and is usually at the frontlines of battle, 
setting an enample in brauery. 


Dr. Dauid Rosenthal 



Rank: Lead Archaeologist 

Description: Caucasian American, early 60s, 
auerage height, stocky, grey hair. 

Role: Enpert on [and discouerer of] 

Alien technology. Father of Dr. Helena 
Rosenthal. 

Profile: Dr. Rosenthal has been all ouer 
the world chasing euidence on lost ciuilizations. He J s 
obsessed by the idea of a prehistoric people who were 
light-years ahead of modern man in technology. He 
thinks that the pieces of buried Alien technology are 
euidence of this lost ciuilization J s existence. When he 
discouers an almost-complete Alien enoskeleton on the 
Lingshan Islands, he thinks he has found his Holy Grail. 

Dr. Rosenthal sees the discouery of the artifact as a 
fulfillment of his life J s ambition. He is in awe of its power 
and fears the conseguences of its discouery, but he is 
determined to learn more about it. He is being held on the 
island against his will, but he belieues that cooperating 
with the North Koreans is the best means of furthering his 
research. 



Dr. Helena Rosenthal 

Rank: Archaeologist 

Description: Caucasian 
American, early 30s. 

Intelligent, stubborn and 
steadfast. 

Role: Enpert on [and discouerer 
of] Alien technology. 

Following in herfather J s footsteps. 

Profile: Helena has spent almost her entire life following 
herfather around the world. This has made her 
independent, sometimes fiercely so, and also a little 
distant to others. She J s a ueritable genius — able to make 
outstanding leaps of logic based on the deep knowledge 
of the subject she J s learned from herfather. She is not 
only strong-minded, but also strong-headed. She has no 
respect for authority, and is almost blissfully unaware 
of her enpected role in any organization or situation. She 
was not being held on the island against her will. She 
was there because herfather was working with the 
North Koreans. Howeuer, due to recent euents, the North 
Koreans haue made it impossible for herto leaue. 


iles in Courage 
Corruption 

a 


Admiral Richard morrlsan 



Rank: Joint Forces Commander 

Description: Caucasian American, early 
50s, auerage height, stocky, gray hair. 

Role: Admiral and Commander of the USS 
Constitution. 

Profile: morrison didn J t get to be Admiral 
by standing around listening to fools. 

He doesn J t like Prophet or his sguad, especially not their 
unconuentional, unregimented, and sometimes disre- 
spectful attitudes. He recognizes that they are a useful 
tool, but isn J t interested in their opinions. Arrogant, 
brusgue, and with a no-nonsense attitude, morrison 
is used to hauing people shut up and listen when he 
speaks. Generally, those who disagree with him end up 
in the brig. 


General Hi Chan Hyung „ 

Rank: Leader of North Korean forces. 

Description: North Korean, early 40s. 
Auerage height and build. 



Role: main antagonist and commander of 
enemy forces [human]. Facilitates the 
opening of the Alien ship. 

Profile: Kyong is ferociously ambitious, and 
is the youngest general in the KPA by a good margin. He 
has been conuinced by Dr. Rosenthal J s work, and sees 
gaining access to the rr artifact JJ as a means to aduance 
his career to the nent leuel to gain ultimate power for 
himself. Unlike other North Koreans, he has been indepen- 
dently schooled, and spent much time in the West. He J s 
only superficially concerned about furthering the cause 
of the Great Leader. Normally calm and collected, Kyong 
has become so obsessed with opening up the ship he 
can no longer control himself, many suspect that he has 
lost his mind, perhaps due to prolonged enposure to the 
mysterious artifact. 


I 
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Enemy Forces: KPA Army 

miniann^ 

Threat Level: 

Armaments: Pistol, FY7 1, Grenade, Sniper 
Rifle 

Also Appear As: LTU [driver/gunner], Small 
Patrol Boat [driver/gunner], KPA Helicopter 
[pilot] 

The least competent of the North Korean 
soldiers are also the most common tgpe of enemg gou J ll meet 
in the combat zone. Don J t enpect them to drop immediatelg, 
however, since these foes usuallg come slightlg more armored 
than other KPA foes. Simplg aim forthe head, as this inflicts an 
instant kill, regardless of the helmet or cap the Infantrgman is 
wearing. Otherwise, the walkthrough section details specific 
tactics for dealing with this enemg. Enemies atop snipertowers, 
on boats, and driving vehicles are all likely to be of this tgpe. 

WPft HBnnn 

Threat Level: 

Armaments: Pistol, FY71, Grenade, Shotgun, 

Sniper Rifle 

Usuallg encountered in teams of three or 
four, these foes differ from the Infantrgman 
in their tactics: Theg will trg to outflank 
gou and have a propensitg for attacking 
from hidden positions. As their headgear is usuallg a Recon 
boonie hat, these foes are just as susceptible to head shots 
as regular Infantrgmen. Treat them in the same manner as 
the Infantrgman, but be on the lookout for other members of 
this soldier J s team if gou onlg spot one or two. 



KPA snuad Leader 



Threat level: 

Armaments: Pistol, FY71, Grenade, smG, 

Shotgun 

Infantrgmen and Recon units, and sometimes 
Special Forces, are lead bg a well-armored foe 
wearing a maroon-colored beret. These Squad 
Leaders offer commands to the team, and killing 
them should be gour first prioritg, as theg tend to be more cunning 
when hunting gou. Also, their squad sometimes suffers a morale 
hit when their Squad Leader is dispatched, which benefits gou. 
Aside from a higher intelligence, and [occasionallg] a different 
weapon. Squad Leaders should be defeated in the same manner 
as regulartroops. 

KPft special forces 

Threat Level: 

Armaments: Pistol, FY71, Grenade, Shotgun, 
smG, Rocket Launcher, Uarious Augmen- 
tations, LTU [turret] 

The real shock troops of the KPA, the Special 
Forces soldier is a dangerous foe, and is 
even more problematic when encountered 
in groups. The heavilg armored version is clad in protective 
armor with a solid helmet, and these foes require at least 
three times the bullets to take down, compared to the 
previouslg mentioned troop tgpes. Theg usuallg operate in 
helicopter-inserted strike teams or are tasked with guarding 
high-value installations. 


■ 



1C 



ujpRmriG 

Watch out! Heavily armored soldiers are sometimes^] 
knocked down by your yunfire, but not defeated. Be 
sure these foes are dead by checking that they have 
dropped their weapons, or by eiiecuting them with a 
|^head shot. J 

hpa nanosuit soldier 



Threat Level: 

Armaments: Sniper Rifle, Shotgun, smG, 
minigun 

It seems that the KPA have learned a little 
too much about the U.S. military’s latest 
battlefield armor, as a few specialized 
soldiers — the veterans in General Kgong J s 
guard — are equipped with a Nanosuit [albeit a cheap 
knockoff). UJhen attacking them, watch forthe color 
theg change to, so gou know what suit function theg are 
emploging. In addition, gou must continuouslg fire at these 
foes and enpect them to survive even a couple of close 
Shotgun blasts. Keep firing untiltheg drop. 

Brainy Forces: Alien 

Mien rntini 

Threat Level: 

Encountered onlg in the core of the Alien 
ship, the Alien Entitg is the life force that 
operates [and created] the Enosuits that 
have been unleashed upon the earth. In 
their natural, freezing, zero-g environment, 
theg are lithe and mobile. You must react 
eutremelg quicklg to the beast's charge; blast it with a 
Shotgun as it closes. Even if gour visor is obscured, keep 
firing until the foe enplodes in a shower of strangelg tinted 
ectoplasm. You can also grab this Alien, and Strength Punch 
it, but this is much more difficult. 

alien smut 

Threat level: 

The most mobile of the Alien enoskeletons, 
the Scout is a multipurpose aerial combat 
unit. It can provide stealthg reconnaissance 
of potential hostile areas, engage in 
combat with ground and air troops, and 
rapidlg deplog troops to strategic areas of 
the battlefield. Earlg in the game. Alien Scouts will be verg 
cautious, but theg get more aggressive as the game goes 
on. UJhile the Scout is a tough nut to crack, a couple of well- 
placed shots with the Gauss Rifle will take it down. 
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alifin TrnnnRr 

Threat Leuel: 

Don J t be fooled by the smallest Alien combat 
unit: They are compact dangerous and 
aggressiue. The Trooper is the base unit of 
the Alien inuaders. It is an autonomous, 
mechanical first-strike force, designed to 
soften up the enemy before the big guns 
arriue. Theg tend to charge to strike, and their icy pronimity 
causes most human organs to shut down: onlg gour Nanosuit 
saues you from the eutreme cold they emit. Howeuer, 
euasiue tactics are the key to suruiuingj back away or seek 
couer and blast the beast with the mOAC, orthe Shotgun. 

mien mosheieton 

Threat Leuel: 

A slow-mouing guadruped with a deuas- 
tating attach Alien Enoskeletons are few 
in number, because theg are eupected to 
be destroged, and gou will rarely see more 
than one at a time. When you do, you J re in 
forthe fight of your life against one of these 
giants. Destrog it with the most powerful weapons at gour 
disposal while using the behemoth J s plodding nature to 
your aduantage and sidestepping its attacks. 





mien marship 

Threat Leuel: 

The ultimate Alien Enoskeleton, 
this monster usuallg onlg gets 
wheeled out when the primary 
Alien ship is threatened. 

It is so enormous that it 
cannot couer large distances 
unassisted. Its attacks are so destructiue that no 
human can withstand them. 




POINTER 




For more general and specific combat tactics 
for tackling all KPA soldier types and the Alien 
menaces, and for information on the various tactics 
the KPA uses against you, refer to the Training and 


walkthrough chapters. 



€ 
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nriF 3 (=»mo oveRvieu 


F=IVf=»IL^f=l3L^: inTGL: 


UDCRTG ROD OCTRnCT 


► 


dl\/IL^If=in HOSTRGeS 

The North Koreans haue illegally 
occupied an island in the east Philippine 
Sea. Dr. Rosenthal and a team of four 
U.S. archaeologists are being held by the 
KPA [Korean Peopled Army]. Locate and 
entract allfiue hostages. 

After a frantic drop and an inenplicable 
midair collision, your team is left dotted 
across the island. Utilize the basic 
functions of your suit learning the 
powerful tactics you can employ with 
it, and meet up with Jester to aid Aztec. 
After a gruesome discouery, you must 
attach a small band of KPA soldiers at a 
small, dilapidated beach farm to Knock 
out a GPS jamming deuice. 

Then comes a sortie through woodland 
and a beach to neutralize an increasing 
KPA presence before a real tactical 
challenge presents itself: an attack on 
a small KPA compound and beach jetty. 
With this secure, moue on along the 
beach, dealing with a number of small 
pockets of resistance, before turning 
your attention to a command post where 
a larger group is stationed. Optionally, 
additional defenses can either be 
assaulted now, or after you inuestigate 
a rocky promontory where a communi- 
cations trailer must be infiltrated and 
Tactical Network Data downloaded. Only 
then are you aduised to rendezuous with 
your remaining team members, who 
haue discouered an anomaly deep along 
a jungle trench. 


i 


Deploy Point (jy Dbjectiues 



OBJGCTIVGS 


Grid 

Ob tt. Description 

Grid 

Ob ». Description 

E6 

01 

Land at the Predes- 

E7 

07 

Regroup at the Signal 



ignated Point 



Location 

E3 

02 

Get to the Beach 

E7 

08 

Inuestigate North Korean 

F4 

D3 

Rendezuous with Jester 



Command Post 

E4 

D4 

Assist Aztec 

D7 

03 

Access North Korean 

D8 

D5 

Rendezuous with Your 



Tactical Network 



Squad at the Landing 

D8 

10 

Rendezuous with Your 



Zone 



Squad at Anomaly 

E5 

08 

Locate and Disable the 





GPS Jamming Deuice 


Objective 01. Land at the Predesignated Point 



'Our job is to locate and evacuate. 
Je're not at war, here!" 

— Prophet 


1 * 0 u begin the sortie in the cargo bay of a C-18A 
Sky Lord. Raptor team leader. Prophet, briefs 
jou, reuealing that contact was lost with a Dr. 
Rosenthal. A distress signal from the doctor's boat 
was picked up, which was the last clue to his 
:eam J s whereabouts. The pilot indicates the jump 
s green, and you run out to begin the drop. 
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the rocky gullies, atoll, and circular beaches, as 
well as the blinking lights of a KPA Command Post 
in the far distance. 

Y During the freefall, while the team ponders 
the real reason forthis mission you can 
spin around and check the ocean. North Korean 
frigates are moored in the water close to the island 


: 


Ci 


Use your mouse to looh around. u 

Press [Esc] , then go to Options > mouse 6 Keyboard 
Setup to invert or tweak the sensitivity of your 
mouse. 

Vou normally press |spacebar| to deploy your 
parachute. However, it is automatically rigged to 
deploy on this occasion. 
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After the team 
deploys their 
parachutes, 
you J re struck 
by something 
that sends you 
plummeting 
downward. Simplg 
wait to hit the 
water. Your suit 
is knocked offline, and the HUD is scrambled. Regain gour 
bearings while Prophet orders the team to check in. 


Objective 02. Get to the Beech 


0!. splashdown 

As soon as gou hit 
the water point 
gourself southward 
[use gour suit's 
compass in the 
bottom-left corner 
of gour HUD] and 
begin to swim to 
the small beach 
ahead. Prophet 

checks the status of the team. Euergone has missed the LZ, 
and Aztec isn't responding, moue directlg to the beach to 
begin the nent objectiue (§). 


"Did ANVONE hit the LZ?" 

— Jester 


Use (w) to swim forward. Point the mouse down to 
diue, and up to surface. 

Use (s) to slowly swim backward. Look down and 
(s)to surface. 

Use @ or (d) to swim sideways. Combine with 
mouse movements left and riyht to swim in a 
circle. 


UURRRING fe 


Don't stay in the water too long! If you swim out toiT^| 
far, you might fall prey to the sharks that patrol these 
[^waters. 


* >» * ♦ * 

Armor Speed Strength Cloak Object 

01. Parachute Plummet 


OPTIDRU PATH 

fj *T*— -A 

Add-On Grenades Explosives Vehicle 


(3 major Laurence Barnes Encountered! 
I{§ Sergeant michael Sykes Encountered! 
ff Private martin Hawker Encountered! 
!|f! Private Harry Cortez Encountered! 


For information on Raptor Team, consult Chapter 04. 
[^Profiles in Courage and Corruption. 

5^ C-l BA Skylord Obtained! 




poiniE 




For additional information on the C-18A, consult 

Chapter 03. Along for the Ride. 


There J s a 
single path to 
follow, and that J s 
straight down! 
Freefall as gour 
team talks about 
the archaeologist 
gou J re rescuing. Be 
sure to look ahead 
at the island; notice 


JjjIDUISORV 










You can also turn and head norths toward the ocean. 
Howeuer, you need Prophet to run a suit diagnose so 
this isn J t aduised. 


liT^i 


If you swim past a certain boundary and later move~^| 
over a particular area away from the objective you J re 
headiny to, you J ll be prompted to return to the theater 
of operations. Failure to comply within the time 
[^period results in your tahiny damage. Avoid this! J 


and 

and 


Objective 03. Rendezvous with Jester 


^ »> t 

Armor Speed Strength 


FOPTinHL. PATH 

Object Gun Add-On Grenades Explosives Vehicle 

ose. part oi: nanosuit and uieaponru Chech 

Em e rg e fro m the 
water. Prophet 
runs a full suit 
diagnostic 
rebooting the 
sgstem and 
reactiuating gour 
Nanosuifs abilities. 

Prophet is still 
hauing problems 
locating Aztec. Jester has landed on the beach guite close to 
gour Locationj find Jester. 


DUISDRV 


uit: 


should spend some time checking your Nanosuit: 

Armor 

This is a good default 
setting, and one that 
Cloak switches to when 
the power runs out. 

Armor absorbs enemy 
attacks, effectively 
giviny you a recharyeable shield. 

Vour Nanosuit also administers health if you J re 
not using Armor or the damage is more severe 
than the Armor can stand. 

Therefore, you need not search for items to 
augment your armor or health. 

Speed: 

Enabling you to move 

at a quicker rate than ; f - : 

normal, combine this 

with your Sprinting 

abilitg — [shift] — to cover (Bp 

long distances quickly. 

Effective when used to dash for cover across 
open areas. 

// 


"Still no word from Aztec, Nomad. 
Head to Aztec's location " 

— Prophet 

If you come under fire, it is sometimes less U 
dangerous to flee to a hiding spot. 

• Remember you must manually select Armor if 
you wish to switch. 

Strength: 

• One of the most useful 
abilities, this allows 
you to make long, 
vertical Strength Jumps 
that enable you to 
traverse otherwise- 
impenetrable scenery. 

■ Vour punching attacks are also much stronger, 
and the weight of objects you can strike is also 
increased. 

■ Vou can easily jump out of deeper water onto 
a jetty (for enample) without needing shallow 
water or a ladder. 

• When firing weapons at distance, your aim is far 
less shaky. 

Cloak: 

■ Effectively turns you 
invisible, encept for 
a slight shimmer that 
enemies only spot 
when you J re at close 
range. 

■ Incredibly useful, it allows you to sneak up and 
attack foes without them spotting you. 

■ The true definition of stealth: Cloaking allows 
you to infiltrate enemy strongholds without 
being seen or firing a shot. 

■ However, the energy used is great and soon runs 
out, auto-switching to Armor to recharge. Watch 
your energy when employing this ability. 

General Tips 

■ Test out Speed (normal movement] and Sprinting 
[with [shiftl on the beach. 

■ Test out Speed (normal movement] and Sprinting 
[with [shift] ] in the water. 
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Instead 
of mouing 
directly to the 
beach, you can 
play around in 
the lagoon for a 
while, studying the 
schools of tropical fish darting about. 







Test out Strength Jumping on the rocky outcrops. 
Compare Strength Jumping (03, then ^ or (v] to 
select ability, then | spacebar H to normal Jumping 

[ | Spacebar ] ]. 

Compare Strength Punching (03, then ^ or (v) to 
select ability, then 01] to normal Punching (01). 
Check out the objects you can strike by Strength 
Punching the upturned boat. 

03 selection of Nanosuit powers and weapon 
augmentation is faster than pressing (7). Practice 
quick changes between suit functions. 

Be sure you can quickly go from Speed to Armor, 
or Strength to Armor, in preparation for combat to 
come. 

You can also access Weapon Add-ons by 
pressing (c) to access your Weapon modification; 
this is much quicker than pressing (v) or euen 
the mouse button. Press (7) again to return to the 


action. 
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The 

quickest 
way to 
Jester J s 
location 
is up 

through the 
beach gully due 


alkthrough 


south of you. Begin from the beach entrance (fr. Wind 
around the rocks, using (shjjtj to Sprint and Speed to couer 
the distances quickly, until you reach a low gap in a rock 
wall ©■ 


j 


Y You can also trg Strength Jumping across the tops of 
the rocks dotted along the pathwagj this giues gou 
an idea of how high you can leap. 

Y Your punching and weapons can also bring down 

any of the palm trees in this areaj Strength Punch or 
shoot them. It is wise to use silenced Pistol fire if you want 
to enpend ammunition. 


(Remember that you J re still in combat when you 
augment your weapon or change Nanosuit function 
|^and can still be harmed by enemy fire! J 

Unarmed/Fists 

pistol [Bauer SOCOmjObtained! 

SCAR Combat Rifle Obtained! 


When you reach 
the low gap in the 
rock wall, you can 
Crouch using LEFT 
fowl . Howeuer, it 
isn J t mandatorgj 
gou can bump 
your head and 
automatically 
stoop to maneuuer 


r — ^ 

1 





\ -I'l 
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L 

= =■ - 
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into a debris-strewn area. Here, you can begin to interact 
with a uariety of objects, both light and heaug. For almost 
euery object, gou can trg one of three actions [shown using 
a rusty washing machine]: 


favour Pistol is equipped with a Laser Light module 
that includes a Flashlight and Laser Sight. Refer to 
Chapter 03 Weapons Retail for additional information. 

Switch between the Flashlight and Laser 
Pointer to see which add-on you prefer. 

Remember that dawn is about to break, so switch 
to the Laser Pointer as soon as this happens. 

Your Night Uision Goggles (□) diminish the need 
for the Flashlight. 


r 

;-jfe 

■ 

■If 

ij f 

k ^ • ** 

a 

==" » 

Si 


Y You can pick 
up an object 
using (F). Drop it 
again using (?) or 
Fire [Qlj. 


(^Finally, there are some other useful functions to try 
out at this time: 

■ Use [rib] to check on your current and past objectives. 

■ Be sure to use the compass directions on your HUB. 

■ Press [m] to bring up your Strategic Online map. 
The location of Jester can be seen. 

■ Finally, try movement and circle-strafing on the 
beach before continuing up the gully. 


This is useful if gou need to carry an object [to place 
somewhere, such as a uantage point to stand on]. 

You can J t fire a weapon while carrying a heauy object like 
this. Howeuer, for objects you can pick up in one hand, a 
weapon can be used, too. 

Certain objects [such as those made from glass or wood] 
break if repeatedlg shot, dropped, or thrown. 

Howeuer, metal objects [such as barrels and this 
washing machine] stay intact euen after repeated 
battering... 

...so you can use them as a mouing shield if you wish, 
throwing it at a foe, or dropping and hiding behind it. 

There J s no need to switch to your fists before picking up 
an object; it is done automatically. 

Similarly, when the object is dropped orthrown, your 
preuious weapon is drawn. This enables quick object 
manipulation without weapon changes. 
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Y Blj holding 

down (f), you 
can throw most 
objects. 
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There are enceptions: The rusting ouen nearthe barricade 
cannot be lifted. It [and anything bigger] isn J t likely to be 
picked up. 

most breakable objects [made from glass or wood] 
shatter upon impact. 

most other objects [made from metal or plastic] can be 
thrown additional times. 


Throwing objects takes time. Pick up the object then 
press (F) again and hold it. Release to throw. 

The direction you throw is important try throwing the 
washing machine uertically, as well as at the rock walls. 

Strength Throwing is important: Try both normal and 
Strength Throwing and you J ll see the distance of a 
Strength Throw is usually doubled and the object trauels 
more force. 


This is a key technigue for dropping enemies: Hurl objects 
into them and finish them with a weapon, punching, or 
onal object-throwing. 

laller weapons can be held and fired as well. 

uen enemies can be grabbed, throttled, and thrown into 
other enemies! 


When you haue finished learning how to effectiuely pick 
up, place down, smash, and throw the objects scattered 
about here, continue along the gully until you reach an area 
of rocky ground ©. Prophet radios in. 


D3f). Part 03: contact and combat uiith the hpo. 


PDItlTER 


Q 


From this point oil the Walkthrough provides Optimal 
tactics for taking down enemies and securing areas. 
The technigues are usuallg based on silentlg tackling 
the fewest foes possible, and putting gourself into as 
little danger as possible. Optional tactics showcase a 
much wider arrag of possibilities, many reckless, but 
all eutrenielg satisfying to attempt! 


JL Prophet is 
^P registering 
enemy heat 
signatures in the 
area. Use Jump 
[ [Spacebar] ] to get 

onto the rock 
floor. Cloak, and 
step around the 

ouerhanging rock 

wall to the right. Look up at a waiting KPA Scout. Zoom in and 
tag the soldier quickly with a constant firing of silenced 
SCAR rounds. 


Korean People's Army Scout Encountered! 


JL if you watch 
^P the foe, 
he walks down 
the rock wall 
to the beach 
in front of you. 

Howeuer, striking 
early makes the 
subsequent fight 

easier. If you wait, 

you can tag him at point-blank range by crouching behind 
the large rock to your left. He also drops his weapon. Usually 
it slides down the rock wall to the sand at your feet. If it 
doesn J t, head up the rock wall he was standing on after all 
foes are defeated. Pick up the weapon. 


This can be used on enemies as well as objects. 

It is used to smash apart the barricade at the other end of 


The object is shunted forward; this is good if you want 
to topple an object off a high ledge onto an enemy, for 
enample. 

Forthis technique, you can use yourfists orthe butt of 
any weapon to rr pistol whip. JJ 

A heauy object struck by this moue can knock a foe off 
their feet. 

Glass and wood objects may break, and the smallerthe 
object, the better the chance of it breaking. 

Building walls can also be destroyed or knocked forward 
using this maneuuer. 


You can also 
strike an 
object using 
the melee 
Attack [prl]. 




this area. 
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This is the first opportunity to use the Lean moue [[q] 
or(D]; allowing you to quickly peer around corners 
to check for incoming dangers before darting back 
behind couer. It is most useful at the corners or 
\ entrances to buildings. 
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( Binoculars: Before you strike the first foe J briny out 
your Binoculars ([b]) and scan the area while Cloaked. 
You can easily spot the red taryet around the first 
foe, and two more siynatures through the rock. The 
Binoculars are an important and uital piece of kit, 
easily allowing you to see foes that are hiding. Use 
this function often! 


-J3U 

Switch to Armor to 
re-energize, then 
switch bach to Cloah. 
moue out into the 
open beach area. 

Two KPA Scouts are 
patrolling the area 
near a flare with their 
weapon flashlights on. Tahe up a defensiue position 
behind a roch or the upturned boat © and shoot the 
first foe with silenced weapon fire. 

When the foe 
drops, duch behind 
the couer using 
Crouch fLEFT fctrill- 
Cloah again and 
moue [or Crawl] to 
secondarg couer, 
such as the roch 
formations or palm trees on the left side of the 
beach ©. Then target and drop the last foe. Silenced 
weapons aren J t needed. When gou J re done, inspect the 
area around the bodies for dropped weapons. 
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In addition, you can attempt the Crawl maneuuer m i 
which drops you to the [relatiuely flat] ground. This is 
useful when you want to snipe from a uantage point 
or hide behind couer while your Cloak re-energizes. 

You are prone, so close enemies can easily strike 
you, but mid- and long-range foes find the couer, and 
(^your body as a smaller target, more difficult to strike. 

^mFY71 Obtained! 


i 
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After all three foes are defeated, and you J re looking 
for their dropped weapons, bring out your Binoculars. 
Scan the yround and you J ll see that any ammo 
location is shown by a blue arrow. This is particularly 
useful when rumniaying for fallen ammo in thick 
^jungle undergrowth. 



■ — . 




With 
the area 
secured, 
moue 
down 
the 

beach, 

either 

through the 
grass and trees 


©, or around the beach. Use Speed to couer this distance 
quichly . At the rendezuous with Jester [Checkpoint 03], look 
up and left. Jester drops down from his rockg perch. 
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D3B. BPfl HJJiiioiial Taheflouin T echniques 

Y Plan 01: 

Instead 
of stepping out 
around the rock 
wall to tag gour 
first foe, turn 
around just as gou 
leaue the object- 
filled grotto. Use 
Strength Jumps to 
reach the top of the rock wall on the western side ©. Leap 
across the gap below, which is the path gou just came 
from. 

Keep maneuuering 
along the western 
side of the rock 
wall to the area 
aboue and right of 
where gou were 
instructed to jump 

Using [Spacebar ] 

©. Cloak, then 
drop down to the 
sloping rock with the first foe on it and tag him from aboue. 
Now walk down the rock outcrop. 

Y Plan 02: Use 

Strength 

Jumps to reach the 
eastern side of the 
rock wall © and, 
instead of leaping 
the gap, make gour 
wag along the 
edge of the rock 
wall. Cloaking to 
tag the first foe [or firing and alerting the others]. 

Then continue 
along the 
inner hillside 
ouerlooking the 
beach to the area 
where the nent 
two foes are © 
and cut them 
down from this 
uantage with 

Cloaking and couer. Or, drop into the grassg dell with the 
palm trees and fight in this area. 
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Objective 03 









V 

Plan 03: If 

you J re facing 
the final two 
foes, you can 
return to the 
object-strewn 
grotto and return 
with a barrel or 
washing machine. Strength Throw it into the first of the two 
soldiers. You can use it to hide behind, or grab it and repeat 
the plan with the second foe. 

Y Plan 04: You 

can switch 
to Speed and 
charge both foes 
with non-silenced 
automatic rifle 
fire to down the 
first then switch 
to Strength and 
Punch them into 
submission or use a Strength Jump into melee combat. 


Y Plan 05: 

maneuuer 
to the upturned 
boat [potentially 
without the foes 
seeing you], and 
Strength Punch the 
boat into both foes, 
knocking them 
ouer. Sprint up and 

finish them with punches, gunfire, or another boat crush. 

Y Plan 06: 

Use Speed 
to launch a charge 
into the first foe, 
and grab him bg 
the throat. Use his 
bodg as a "meat 
shield/- 1 absorbing 
the gunfire from 
the second foe. 

Then throw one foe into the other, ideally using Strength. 

You can also haue some fun Cloaking and grabbing the red 
flares to freak out the two enemies before dispatching them 
in whateuer method you wish. Or shoot grate and otherwise 
manhandle the small wading birds en route to Jester. 




Objective 04. Assist Aztsc 
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Aztec radios in that 
he J s stuck in some 


i 


path, and head up into the gully entrance ©. 

Use a combination of Speed and Strength Jumps, moue 
into the gully, following it east as you can hearfaint 
screams and strange whistling thuds, until Aztec is found. 


k\ 


26 


"madm Santisima! No temere ningun 
mal! No temere ningun mal!" 

— Aztec 



OPTinRU r^FVTT— I 


To complete 
this objectiue 
in a slightly 
slowertime, 
simply Sprint 
up the winding 
path from the 

beach with Jester and into the gullyj employ Speed 
if you wish. Aztec J s fate is the same no matter how 
quickly you reach him.... 

Y Or, use Constant Strength Jumping to scale the east 
[left] or west [right] gully wall at the entrance (jjj). 

Now patrol the top of either gully side as Jester heads up the 
main gully path below until Aztec is found. 

A pool of blood is a prelude to a fright as Aztec J s 
body hangs from a tree, half torn apart! Prophet orders a 
rendezuous at the landing zone while Jester cuts down Aztec 
and destroys his suit. 



Bilim 


Constant Strength lumping is a great technique for 
scaling long, vertical rock walls. Press down and 
hold (w), [shift] , and | spacebar | to continuously Strength 
Jump, varying the direction and pausing while 
moving forward to let your suit recharge. 
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"Hold on. , I'm seeing 
movement ahead. Switch to 
Cloah mode." 

— lester 
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In addition to your Binoculars, employ Niyht 
Uision Goyyles to aid in locatiny your foes, 
or wait for the sun to rise to find your foes 
and the weapons they drop. Vour foes J 
flashliyhts can cause you to haue difficulty 
locatiny them when firiny. Cloah and retreat, 
and then attach them from the side. 


Objective 05. Rendezvous with Vour Squad at the Landing Zone 


(P)> 
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JL Crouch behind 
a rock [after 
switching to Armor 
to regain suit power] 
on the left side of 
the gullg ©, looking 
ahead and right. 

Cloak, then tag the 
lead foe in the head. Crouch again. Learn how quichlg 
Cloak power is used up, depending on how fast gou 
moue. Also, remember that gou J ll switch to Armor as 
soon as gou fire. 


Sidle from this s| 
using Cloak, down 
the second foe, 
and then de-Cloak. 
Continue up the gu 
trail in a uaguelg 
southern direction 

until gou receiue a 

radio communication from Prophet [©, Objectiue OE 


Y Or, Cloak 

and rush the 
first foe, switch 
to Strength, leap 
and land on the 
first foe, grab him 
or punch him. Then 
throw the bodg into 
the second foe, or 
charge and blast 
him. 


Y Another 

tactic is to 
hug the right gullg 
wall and strike 
from behind the 
tree, using it as 
couer as gou run 
out of Cloak power 
after the first kill. 
Then hide or Crawl 
in the long grass and attack the second foe bg rushing them 
while firing. 
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dbh. silent slaying 
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r Binocular Bonus u 

Before you head out use the Binoculars to scan the 
gully ahead and pinpoint the location of the next two 


enemies. 


j^em 


J 


You and Jester 
are instructed to 
continue up the gullg 
to locate whateuer 
killed Aztec, moue 
southeast farther 
into the gullg. 

Perform a Strength 
Jump up the 
waist-high rocks 
in front of gou (ft, or simplg moue right and leap up normallg. 
Jester aduises gou switch to Cloak mode and select a silenced 
weapon. Oblige him if gou J re after an easg combat takedown. 
Optionallg, use the Binoculars to check positions of both foes. 











Cloak to ensure you aren J t seen, until you J re aboue the KPA 
patrol [©, use Binoculars to locate the foes]. 

Drop to the crawl position Cloak, and zoom in using the 
rifle [02]. Aim for 
the head, dropping 
the first foe, and 
retreat, powering 
your suit. Then 
tackle the second 
enemy. This long- 
distance shooting 
wastes bullets, 
but hones your 
skill with a ranged weapon. 

Or, you can Strength Jump off the gully wall aboue the KPA 
shooting at the foe you J re dropping on as he freaks out, 
then charge the other one quickly. 


Objective 06. Locete end Dieeble the GPS Jemming Device 




- 


"Nomad, we're blind here until 
you can find that jammer l" 

— Prophet 


■ Continue up the 

gully path as dawn 
breaks. Prophet 
has just lost the 
comsat to JSQC. 

The likely culprits 
are the KPA and a 
nearby jamming 
deuice. It needs 
to go offline. Work 

your way around the large rocky outcrop on the left © to 
the gully emt in the hillside ouerlooking the ocean ©. 

Y Strength Jump up the left rocky outcrop © to 

quickly reach the gully emt with the KPA jamming 
unit below you. 
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06P. Part oi: Killing the Quartet Quietly 


JL Plan 01: Stop and check your uiew. There J s a path to the 
left and a rauine ahead leading down to a small beach 
hut, an open barn, and a rickety chicken coop. The most 
important part is a transmitting array between the hut and 
jetty. Watch the patrol paths of four KPA Scouts from here. 


Cloak, and walk 
[don J t Sprint] down 
the rauine to the 
rocks to the right 
aboue the barn 
©. De-Cloak and 
re-energize. Cloak 

^ and moue to the 

crates by the barn 
fence entrance 

© where the first foe is waiting. Quickly defeat him with 
rapid, silenced rifle fire. De-energize behind the wooden 
crate. 
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05H. Rauine Rampage 


Y At the rocks 
blocking 
your path. 

Strength Jump to 
the left and scale 
the gully rock 
wall until you J re 
aboue it ©. Work 
your way south- 
eastward, using 









Cloak and enter 
the barn, using the 
middle crates as 
couer ©. Dispatch 
the second foe as 
he stands by the 
GPS jammer, just 
outside the barn. 
Crouch behind the 
bones in the middle 
of the barn, or at the fence, and Cloak. Step out and tag the 
third foe on the beach. 

A fourth foe is 
either in the hut 
or patrolling the 
waters edge to the 
south of the GPS 
transmitting array. 

Bring him down. 

The area is more or _r 

less secure, saue 
for any Small Patrol 

Boats in the waterthat spot you. Forthis reason, keep away 
from the jetty. 
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This plan allows you to defeat the smallest number ( 
of foes possible [there are no reinforcements 
called), as quickly and quietly as possible. Roweuer, 
reinforcements arriue by LTU if you are less shillful 
and rnahe noise. If you defeat them with the LTU 
intact you can use this uehicle. See Optional Path 
06B. A Clean Sweep for more information. 

Y Plan 02: Bun down the rauine, with Speed engaged. 

Turn right into the barn, ouerwhelm the fire foe with 
gunfire, then enpertly aim at the head of the foe on the jetty. 
Nent, moue inside or around the hut and double back on the 
two remaining foes, using couer and switching to Armor 
if you J re shot. You J re quicker than the foes as long as you 
aren't wounded seuerely. 
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060. Part 02: GPS Transmitting 
Array Takedown Tactics 


*1*^ GPS Transmitter Array Obtained! 

When the coast is clear, or after you'ue finished 
any of the Dptional Plans, you should restore the 
comsat signal to JSDC. There are three possible 
options here: 

JL Plan 01: There is an open console panel on the side 
of the GPS jamming deuice. Flip the switch hereto 
shut down the transmitter and restore the comsat signal. 

Y Plan 02: You 

can run up 
to the array and 
Strength Punch it. 

It enplodes, but 
you are relatiuely 
unharmed. This 
alerts any foes, so 
be sure the area is 
secure first. 

Y Plan 03: 

Or, collect 
the gas canisters 
from the barn and 
fence area, arrange 
them at the foot 
of the trailer, and 
blow them up with 
gunfire. 

> uni i mi ^ once the GPS 

map functionality of your Nanosuit is back online and you 
complete this objectiue. Prophet radios in with a change of 
plans: The LZ is ouerrun. Psycho and Prophet are en route to 
the location of the distress signal. Your plans are to regroup 
at the signal location [Dbjectiue D7). 
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ogb. A clean sweep 


Try to attempt quick bursts of rifle fire to down U 
these liyhtly-armored foes. Attempt headshots 
wheneuer possible, as this brinys down enemies 
much quicker. Reinforcements are called if you 
make a noise, and the two enemies on the beach 
launch a flare. Enpect a Small Patrol Boat to strafe 
the shore if you uenture to the jetty. Also, enpect 
a two-man LTU to driue to the barn and another 
foot soldier approachiny from the road to the 
southwest. 

Pistol [Bauer SOCOm) Obtained! 


JL Plan 01: From 
y| the top of 
the rauine , use 
I the Binoculars 
I to check enemy 
I locations, then use 
I Speed and head 
J left, down the dirt 
m path .There's a 

foe by a tree as the 

path winds down. He tries to flee. Drop him, but make sure 
he sends a flare and sounds the alarm. Switch to Armor if he 
flees uphill into the trees, and stalk him. Two additional foes 
and an LTU arriue from the southwest. 

B Head to the 

two-room hut 
immediately 
© Skirt the back 
of it away from 
the beach. Use the 
fence and walls as 
couer. Cloak and 
tackle each foe in 
turn, moue around 

the outside corners of the hut © line up a shot, fire, dash and 
Crouch in couer while in Armor, then Cloak again. 


■BS&i 
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With aimed rifle fire, you can snipe both crewmen of 
the Small Patrol Boat and commandeer it for yourself! 

Y Plan 02: 

A Item a- 

tiuely, stay at the 
top of the rauine 
© and shoot the 
foe walking in the 
barn. Then remain 
here in Crouched 
couer and wait for 
the KPA to head up 
the rauine, firiny at you. Return fire, cutting them down one 
at a time. 
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M As the troops 

emerge, Strenyth 
Punch the LTU 
so it slams into 
the foes, mop up 
suruiuors usiny 
your Punches. 

Y Plan 02: Or, Strenyth Punch or shoot building 

supports to topple the roof or walls down onto foes, 
then Strenyth Punch the corruyated iron roofs into foes to 
finish them. 
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]. Beachfront property Damage 


Plan 01: 

I Almost 
anything scattered 
Hp r around the hut and 

bam can be used as 
'* a weapon. The best 

weapons are those 

- -- you hold in both 

hands, then throw 
[by holdiny and 

releasing (fJ. Try the outboard motor [in the chicken coop], barrels 
[euery where], the metal chicken cages, the gas canisters [two in 
the barn, one between the barn and hutj they only enplode when 
you shoot them], the green storage bin outside the front of the hut 
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Y Plan 01: 

Switch to 
Strength and your 
fists. Run straight 
down the hill 
through the gap 
between the hut 
and barn 0. Leap 
and tackle the 
first guard by the 
chicken coop with a Strength Punch. Don J t let him run into 
the hillside. If gou aren J t adept at Punches, bring him down 
with gunfire. 

moue around 
the hut and tackle 
three foes on the 
beach and around 
the hut with 
Strength Jumps, 
landing to strike 
with Punches, 
while the LTU 
heads to the 

opposite side of the barn. 

Rush around 
the back of the 
barn pick up a 
barrel, and throw 
it into one of the 
troops, or the LTU 
to slow it down. 

An enpertlg thrown 
barrel can cause 
the LTU to lose 

control in a spectacular fashion! 


i©.-- Type 2B Light Tactical Uehicle (LTU) Obtained! 
KPA Small Patrol Boat Obtained! 


0DUI50RV 


Take the silencer off your weapons if you don't 
mind niakiny some noise J or if you want foes to 
inuestiyate the noise. 


An LTU 
trundles 
to the 
opposite 
side of the 
barn, and two 
additional foes 
disembark. A 
third may be 
prowling the 

beach to the left of the road. Tackle the LTU foes as 
they e nit the car from the chicken coop and enterior 
fence © Try to keep the LTU intact if you wish to use it. 
This plan allows you to enter it when the combat has 
ended. 




Stay away from the beach and jetty as you J ll be 
struck by yunfire. 












V 

Plan 04: 

Or, moue 
to the 
chicken 
coop, 
jump onto 
the roof, then 
to the barn root 

and finally to the hut roof. At any time, execute a melee 
Attack [(T)] and look down to briny the roof below you down, 
ideally on top of a foe. Or, use the yap you created to aim at 
foes below you. 

Y Plan 05: Use 

the hillside 
as couer, creepiny 
down to uiew any 
of the three yas 
canisters [see 
map for locations] 
and shoot them so 
they enplode. This 
helps defeat the 
foes eniting the LTU. 


Y Plan 03: Enter the hut, optionally Cloaked, and wait 
for a KPA Scout to pass by outside, then punch the 
wall into them as shown. 


[as shown], and soldiers themselues, thrown into each other, or 
punched while being held. 


MJIrduisorv 


: 


Remember that thrown items do more damage when^| 
you haue Strength engaged. Throwing objects into 
foes kills them, depending on the angle and range. To 
ensure foes don J t get up, run to them and finish them 
with a Punch, or strafe their bodies with gunfire. 


Y Plan 02: 

Throw foes or 
objects high into the 
air for an entertaining 
flight. Or, throw them 
onto the roof of the 
hut, barn, chicken 
coop, or fish-drging 
area to collapse it. 


Objective 07. Regroup at the Signal location: Section 01 of 02 


Cloak 


Object 


>» 

Armor Speed 


Add-On Grenades Explosives Vehicle 


070. on-foot part 01 : me lungie ouo 


PDINTER 


Objectives 07, 08, and 09 are not mandatory. Vou U 
can ignore them and attempt to flee past the KPA 
defenses and up the gully to the final rendezvous 
point: a boat encased in ice called The Mighty Hornet. 


"Good job! Tactical system is bach 
online! Proceed to the 12" 

— Prophet 

r- C 

v v trctics 

JL Plan 01: 

when 

Objectiue OB is 
complete, head 
east along the 
jungle road on 
foot ©, keeping 
to the right rock wall. Use Speed and dash 
up the side road to a small logging shed 
area (jj!) complete with a uariety of scenic 
objects. 

IB 3 cloak near the 

‘ tr '° piled logs, 
looking at the 
road below, with 
mW j your silenced rifle 
■ tra i |iec i 011 the roc i 

J holding the logs 

in place. When two KPA Scouts pass between 
a large rock on the far side of the road and 
the logs, shoot the rod to dislodge the logs, 
crushing one or both of the enemies. Descend 
to quickly finish the other, make sure both 
foes haue just passed the rock before you 
release the logs. 
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Objective 07 








Grenades Explosives Vehicle 


Watch that the falling logs gou dislodged don J t 
roll over you, as this is an embarrassing way for 
your plan to bachfire and you to die! 


Plan 01: Whether 
you defeated the 
two-man patrol in 
the wooded dirt 
road or not peel 
off to the left, 
heading south- 
southeast up the 
grassy hill ©. 


as you throw to add damage], then finish with gunfire. 

land on top H 
of the corrugated 

shed and tackle ^ 

both foes from 

a distant height. , 

Remember you can 
Crawl using (z) to 

minimize retaliatory fl 

shots, or Strength ^ 

Jump off the roof to engage the foes at closer quarters. A 
well-aimed Rifle Grenade is also a sound plan from this 
uantage. 

toward them with a mmture of Speed and Armor, followed bg 
automatic rifle fire. 

Plan 05: Or, 

I work your 

way completely - flWCw | ft ? 

around the two 
foes, either by 

employing plan jtr.ifr 

04, or roaming the - 

upper hillsides * . . Kg 

to the north. Drop 

foes ©, sneak up, and strafe them with gunfire. 


JL Or, moue down 
the road to the 
footpath on gour 
left © and follow 
it to the top of the 
grassg hill ©. From 
this uantage, check 
the enemies with 
Binoculars. Then 
shoot them from 
this position. 


JL Plan 02: Or, 

P ysA , engage Cloak, 

l|flEjV(uFL T drop down to the 

rocks and use 

w * a miHture of Speed, 

| Cloaking, and Armor 
to tackle all fiue 
I foes with rifle fire, 
mouetocouer 
and peer out while 

Cloaked. Aim your silenced Rifle and bring down a foe. Duck 
back into couer. Cloak, and run to another rock so the foes 
don J t know where gou are. 

Jfc jf ^ N Repeat this, 

p M but keep awag 

from the 

3 all fiue foes haue 
fallen; tackle 
the uehicle last. 

' .mu D ef e at th e f o e s i n 

the LTU bg aiming 
at the gunner and 
dropping him from 

range without damaging the uehicle if gou want to use it. Or, 
moue around the back of the LTU and shoot the gas canister 
so the uehicle enplodes. 


Y Plan 03: %MK3& * r 

Or, ignore 
the upper-ground 

aduantage, r * 

continue down the wtt pL^L^j 

jungle road to the 

beach entrance 

©, then peel off to 

the right, using the 

plants as couer and *"" 1J -* p “*• 

attacking the quintet of KPA from this location 


Plan 05 can be put into practice if you J ve used the 
thich high ground above the gullies and roads, using 

Optional Plan 05B. Ravine Rampage. 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 






/ H j 1 T Dr, Constant 

I m | ■ Strength 

Jump into the hillside 
to the southwest of 
the beach, running 
through thick under- 
growth to a uantage 
point aboue the LTU 
©.Then attack it 
from this uantage 
point or Cloak, descend down the rock walk then engage the 
uehicle J s gunner. 



Y Plan 04: A great uariation of Plan Q3 is to 

approach the LTU using the forest along the 
right side as couer. Attack the LTU crew from behind, 
then jump into the uehicle and mow down the other 
soldiers from the uehicle. 


|{§ Korean People's Army Sergeant Encountered! 

(3 Korean People's Army Jungle Recon Encountered! 



ADUISORV 




learn about the nuances of the KPA's intelligence in 
Chapter 04: Profiles in Courage and Corruption. 


m 


w 


»> t 

Speed Strength 


Object 


OPTIOHRU F^FVTT— I 


*d* * 

Add-On Grenades Explosives Vehicle 



07B. on-foot: ignoring the jungle 

Y Plan 01.1: 

Ignore 

the road into the 
jungle and the 
two-man patrol, 
and instead 
maneuuer 
along the beach 
©. auoiding Small 
Patrol Boat fire bg 
using a mmture of Speed boosts and Cloaking behind rock 
formations. 

Y Plan 02: As gou reach the rockg beach, gou can 

peel off near the hillside path © using Cloak, head 
west to the top of the grassg hill, and attack using tactics 
from Optimal Path 070. On-Foot Path Part 02: Rocky Beach 
Infiltration: Plan 01. Or, gou can attack from the sand, using 
Speed, Cloaking, Armor, and gunfire [070. Part 02: Plan 02, 
preuiouslg). 

Y Plan 01.2: 

During 
melee battles 
on the beach, 
gou can easilg 
outmaneuuer a foe 
who J s hiding bg 
Strength Jumping 
ouer the rocks, 
surprising them, 
and then Punching them to death, striking with a pistol 
whip, or shooting them. 




Plan 01.3: 

Or, keep 
nearthe 
waters 
edge 

and Cloak. 

Then creep to 
the LTU, stopping 
behind rocks to re-energize. Defeat the gunner and driue the LTU 
around the beach, blasting the foes with the turret. 




ADUISORV 


If you obtain the LTU. it is a good opportunity to ustT^I 
the LTU machine gun to tackle any boats giving you 
trouble. 


OPTinRI PFITH 


»> 


'f' 



£ 

Speed 

Strength 

Cloak 

Object 

Gun Add-On 

Grenades 



w 

Armor 

07C. uehicular: itu carnage 

PDimiR 


To attempt this tactic, you must finish Objective 06 
with the ITU available to drive [Optional Path 06B. A 
Clean Sweep]. 



ADUISORV 




2 


r Driving: A Refresher Course Pi 

■ Enter and exit a uehicle by pressing (f) near one of 
the doors. 

■ move to the driuer's seat by pressing ( 7 ). If you aren't 
mouiny J you're likely to be in the wrong seat! 

■ Switch to a third-person camera uiew by pressing 
(pQ This uiewpoint allows a full 360-degree field of 
fire for your machine gun turret which is controlled 
by your mouse. 

■ (w) accelerates, (s) brakes, (a) and (d) turn. 

■ [spacebar] performs a Handbrake. Do this at speed 
and as you turn for greater effectiveness and 
cornering without slowing down. 

■ [shift] and (w) rapid accelerates with a Boost. This is 
useful if you're fleeing combat or want to quickly 
increase your speed. 

■ This uehicle isn't indestructible; a damage bar 
appears on your screen. Beeping indicates the uehicle 
is heauily damaged, and will euplode when wrecked, 
killing you. Euit before this happens! 

■ Don't run ouer or through trees, as this is the 
quickest way to destroy your LTU! 

■ If you flip your LTU ouer, yet out, and try a Crouched 
Strength Punch at the base of the uehicle. This 
usually flips it back ouer onto its wheels. 
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JL Plan 01.1: With / s 

the beach and 
second LTU secured, 
get into one of 

them, and strafe - 

the sea [from Dl ] — ■ 

with the uehicle J s 

machine gun turret, * 

catching ang Small I JSl^H 

Patrol Boats, make > ■ T ^ - — ' 

sure theg enplode. 

Y Plan 02: Alternatiuelg, attempt to aim at the gunner 
and driuer of the Small Patrol Boat, then swim and 
climb into the boat, and maneuuer it to the jettg up ahead, to 
attack the supplg depot [071. Plan 10]. 


V Plan 01: ■ 

/ Briue the LTU , , , 

/ down the dirt 

■ road into the MF- ^ ^ 

f wooded area. 

' Cut down the 

two enemies on /jJU 

the road with gour ^ 

machine gun turret as theg attempt to hide in the under- 
growth. If gou accelerated with a Boost, gou mag be able 
to run them ouer. 


Briue along the 
road until gou 
arriue at the rockg 
beach. Emplog the 
turret on all the 
foes scattered on 
the beach. Hide 
from the enemg 
LTU, then strafe its 
gunner. 


The large turning radius and mang rocks make driuing 
the LTU problematic at the waters edge. Don J t driue 
too quickly, take a corner too sharply, or driue ouer 
rockg boulders in the sand, as gou can lose control. 
Enit the uehicle if gou driue into the water, too; the 
uehicle is usuallg lost at this point. 


Compare the two LTUs and take the one that J s the 
least damaged. 


uehicle J s turret 

until all drop. Bo this guicklg, so theg don J t haue time to 
react and diue behind the rocks to the left, or the under- 
growth to the right. 

make sure gour LTU isn J t caught in the enplosion. Continue 
in a southeasterlg direction in the LTU §, on foot, or in the 
nearbg Pickup Truck. 

1 Plan 03: / Jy ^ 

?P Sealing with 
the enemg LTU is 
easier if gou block 

the sandg road with . 

gour uehicle, get 
out and diue behind 

rocks, then creep >f ( & 

around and tag the ^ 
gunner and driuer, 
or the uehicle itself. 

Y Plan 04: Br, strafe the enemg uehicle as soon as gou 
see it, shooting from range in gour LTU, puncturing the 
tires, and tagging the driuer and gunner. 


I Plan 02: You 

" can ignore 
the wooded path 
and driue onto the 
Tj beach, slowlg go 
y A around the rocks, 

/ ' and avoid the 

j gCj^ two initial foes. 

Ar Howeuer, nimble 

and 

is recommended so gou don J t get caught on the rocks. Now 
strafe the fiue foes with machine gun turret fire. 


Y Plan 03: 

Attach from & 7*7 \ £jk & JKtr 

the Water: If gou J ue f U ^ 

somehow managed 

attack boat or other 
uessel, gou can 
use the turret gun — 
to strafe the beach 
area, the LTU, and 

then the small supplg depot, ideallg from mid- to long-range 
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Y Plan 05: Or, get out near Waypoint D2 , cloah and run 
up and between the rock formations by the beach 
and engage the three foes in close-combat gunfire. Any of 
your preferred technigues [Cloaking, or Strength Jumping 
onto them] can work, but you J re wasting ammunition 
compared to using the LTU J s turret. 


cloahj Y~ 

. Ui [ hen Yd 

FI ' raff? head to ^ 

- r $- ; . - the right (^1 

and check 
the location 
of three foes using 

your Binoculars. Cloak again and moue behind the sitting 
foe. Strike him, then the two others, for a guick, clean triple 
takedown. Ideally, no gunfire should erupt from your foes. 
Use a silencer. 

Y Vou can aduance on the trio and engage in Strength 
punches or other combat, as long as you dispatch 
them guickly, so they don J t flee to the depot. 


Don J t forget to step out to collect the Rifle and Pistol 
ammo the three foes [and anyone suiting the LTU) 
haue dropped. If your current LTU is damaged J swap 
it for the one you just encountered — if it is in better 
shape. 


41GCH-L Pickup Truck Obtained! 


Vou can ignore these three foes J but when you reach 
the small supply depot nearby J these enemies run 
to help the armored KPA inside, and you run the risk 
of being swamped. Plus, this takedown is coolly 
efficient. 


JL When Prophet 
mentions 

there are KPA ahead 
and reinforcements 
could be 
summoned, enit 
your uehicle 
and head for the 
large jutting rock 
formation by the 
beach D4 . 


Objective 07. Regroup at the Signal Location: Section 02 of 02 


"We've tracked the distress signal 
to a valley three clicks due east. 
Psycho and I are inbound 

— Prophet 


JL Plan 01.1: Return from the beach to the jungle road and 
continue along until it splits into two ® just before the 
uillage. Disembark from your uehicle [if driuing] around this 
point. Be sure the three foes on the beach are silenced first 

[Optimal Path OVD. To Small Supply Depot Part 02: Stealth on the 
Beach]. 


Armor Speed Strength Cloak Object Gun Add-On Grenades Explosives Vehicle 
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Objective 07 





Y Plan 04: Or. 

locate a foe 
you wish to defeat 
and use Strength 
Punches to 
dislodge the garage 
wall onto the foe. 
and start a massiue 
chaotic battle [see 
Optional Path 07J]. 


Head east-southeast into the undergrowth around the right 
side of the settlement. Pass around the right side of a rocky 
outcrop 0 . Bypass any enemies unless you feel like some 
entra kills. Be sure to Cloak when you reach 25 to 30 feet 
from the latrine. 


Plan 01.3: Assuming B 

Cloaked. * 

moue along the 
right perimeter to 

the open storage ™ j. .. 

barn 0. The walls 
here are reinforced. 

Lean out and tag 

all three remaining jp| 

from this location. Collect items from the garage and the 
command shack. If you hauen J t alerted the guards yet. only 
the two foes on the jetty remain. 


BB ' ^ Cloak, run to the 

! corner of the 
garage, turn and 

~ at the guard 

I ' n t * ie ^ atr ' ne area ^ 

W. I and defeat him. 

C • ffl^i sta y against the 
jjr outer garage wall 

I ©j a second foe is 
inside, working on 

the uehicle parked in the garage. Bring him down before he 
fires a shot. 

j(j can run all 

the wag along the 
'■ ! ” z =3, main road, to the 
r right of the ramped 
roc |^ anc | entrance 
©. and maneuuer 
to tackle the 
latrine guard if you 
— wish. 


The Lean maneuuer [[q] or (U is useful during fighting^ 
around these buildings, especially when Cloak is 
regenerating and you need a uisual on your neut foe. 


Plan 01.4: There 
are still two boat 
guards on the jettg. 
Use Cloaking and 
the barrels [but 
not the enploding 
ones!) as couer. 
and aduance 
down the jetty ©. 
bringing both down 
easilg. 

Y Plan 05: Or. 

moue to the 
right of the jettg. 
onto the beach. 
Cloak and swim 
under the boat 
dock, and stand 
up inside, in the 
water. Then emt 
and tackle the foes 
from here. 


Y Plan 03: 

Or. moue 

through the main 
road entrance, 
and into the garage 
©. tackling the 
first two foes in 
reuerse order, 
shooting from 
inside the garage at 
the two foes outside 


Plan 01.2: Cloak 
again, step around 
to the garage 
entrance ©. 

bring the second BBHBHL 

foe down if you 

hauen J t done 

so already. The 

remaining three 

Special Forces take 

up a slow, aggressiue search pattern 


"Wf^] Assuming 

— reinforcements 
haueiVt been 

- / _ called, moue into 

the command 

W r — shack, then the 

/ T ' 1 ' | garage, and collect 

] S all items [Grenades 

HK] and FY71 ammo 
from the 

shackj Pistol and Bifle ammo in the garage]. If the laptop 
inside the shack is still intact, gou can optionallg download 
additional data on the KPA [including euidence of a larger 
militarg settlement deeper into the jungle]. 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 






From here, you should aduance in a northeasterly direction 
farther along the road or beach, beginning Objectiue 08. 

Or, you return to the jetty, and use the Small Patrol Boat [if 
you hauen J t destroyed it] to patrol the water to the northeast 
and head to the next Checkpoint [Optimal Path 080. Plan 07]. 

n Korean People's Army Special Forces Encountered! 


9 »> $ § * ^ ^ * 

Armor Speed Strength Cloak Object Gun Add-On Grenades Explosives Vehicle 



o?F. small Depot sortie: oo Foot from toe Beach 

JL Plan Ol.l: 

V Jetty 
Takedowns: 

Assuming there 
are no Small Patrol 
Boats, continue 
along the beach 
from where gou 
slew the sitting 
guards [Optimal 
Path OVD. Stealth on the Beach]. Keep g ours elf Cloaked. Hide 
behind ang of the rocks to recharge ©. Locate two foes on 
the jetty. Fiue more are in the depot settlement. 



Cloak, creep 
forward along the 
jetty, and tag both 
of them. Preuent 
the depot soldiers 
from seeing gou 
bg mouing into the 
jetty shack ©, or 
lying prone behind 
any of the barrels 
[encept those with enplosiue contents!]. Now turn and 
Cloak, then engage the soldiers within the depot. 




Y Plan 05: 

Or, Cloak 
and swim to the 
edge of the boat 
shack where the 
ladder is Head 
onto the platform 
around the dock. 

Cloak, and tag the 
foe on the other 

side, then the foe by mu siiidu uciliui bucil. 


Y 

Plan 03: 

Cloak 
and from 
Waypoint 
© swim 
under or 

around the jetty, 
surfacing inside the boat shack. You can stand and fire 
here, make a sound, then Cloak, and tag both foes as theg 
appear behind the doorwag or on the end of the jettg. 


Y Plan 04: 8 c 

Cloak and 
swim to the edge 
of the jettg where 
the ladder is 
©. Climb up, use 
barrels as couer 
[with a Crawly 
shoot the first foe, 
use a crate near 
the boat shack as couer, then either Cloak and maneuuer 
into the shack and attack the second foe from behind, or 
step around and fire at him. Drop behind couer [the shack 
doorwag] to recouer suit power. 




Y Plan 02: 8c 

shoot the 
euplosiue barrels 
when the foes 
are near them. 
There are three 
of these barrels 
on the jettg. This 
obuiouslg alerts 
the armored 


guards inside the settlement depot, 


Y Plan 06:0c use Strength Jumps to clamber onto ang 
part of the jetty, [usuallg if these tactics fail after 
gou J re spotted]. 

JL Plan 01.3: 

After dealing 
with the two 
foes on the jetty, 
armored KPA 
fan out [usuallg 
three, with two 
more behind in 
the settlement]. 
Get behind rock 
couer [such as Cloak, and take one down. Then Cloak 


Don J t enpect reinforcements unless the enemies 
hear non-silenced gunfire and shoot off a flare. On 
LTU driues in from the eastern road if you moue to 
the far end of this set of buildings. 


again. 


(Stakes a larger number of shots to bring down u 
these well-armored guards, so reload and keep 


firing (in bursts of 10 bullets). 


[^firi 
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Quickly 
W switch to 
* Binoculars 
to check 
locations of 
remaining foes, 
then change 
back to gour 
gun sights. Creep 
up and dispatch 
remaining KPA team members one at a time. Now maneuuer 
up and around the command shack building ©. Flick 
Binoculars off and on to guicklg ascertain enemy location. 
Continue stealthy progress around all buildings until gour 
last foe is defeated [usuallg in the latrine, if gou J ue been 
incredibly quiet!]. 




ADUISORV 


(^During this combat, remember to use the doorways 
of the command shach to move around and in and 
out of; this allows you to double bach on foes that 
^niay have pinned you down in this area. 


Then Cloak, and 
moue counter- 
clockwise around 
the hut [don J t 
go through the 
door, as gou J re 
easily spotted 
by multiple 
foes when you 
de-Cloak]. Take 
down the guards with silenced rifle fire from behind the 
crate at the northeastern corner of the shack ®. Trg being 
prone as you shoot to make yourself a smaller target. 
Unload a full clip if multiple foes are present. 

The remaining three guards aduance on the command 
shack. Cloak, retrace gour steps, and tag all three from 
good couer between the hut and the inner metal fencing. 
Then deal with the two lightly armored Small Patrol Boat 
guards on the jetty. 



w »> * 

Armor Speed Strength 


r opnonnu pn n— i 


■$' ^ —TP' IT- — ^1 

Cloak Object Gun Add-On Grenades Explosives Vehicle 


^si Fraymentation Grenades Obtained! 




opTionnu F>F=rn— i 






¥ »* t' I- ^ ■* 

Armor Speed Strength Cloak Object Gun Add-On Grenades Explosives Vehicle 


D7G. small Depot sortie: uariation oo a Theme 


Cloak, and run 
across the middle 
of the depot 
12 X. toward the 
right side of the 
command shack 
G3 . Head around 
the outside of this 
shack, but shield 
gourself on the left 
side of the wall surrounding it. Be-energize. 
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The followiny tactics can be employed if you wisfT^| 
to infiltrate this depot from a different insertion 
|^point. 

Y Enter uia 
the main 
road on foot 
using Cloak. At the 
small, left-side net 
drging area, moue 
near the crates 
<D and drop down 
to a Crawl, then 
re-energize. Then 
hop ouerthe crates while Cloaked. Be moue around the left 
outer side of the net-drging area. 




07H. small Depot sortie: 
Trachlng nround ftom the uiest 


JL Plan 01: If 

gou wish 
to attack from 


the opposite 
direction, 
skulk around 
the southern 
perimeter (j| of 
the settlement, 
auoiding 

detection pass the settlement and approach from 
the undergrowth adjacent to the road leading into the 
settlement ®. 

A KPA LTU [with 
three Special 
Forces] arriues, 
usuallg parking in 
the middle of the 
settlement. From 
the undergrowth 
it. gou can take 
down one of the 
soldiers standing 

near the LTU, Cloak, and moue to the small open shed near 
the open-air crate barn £. 
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This allows 
you to maneuuer 
methodically 
alony the strony 
metal fence, hide 
behind it, and 
drop foes one 
at a time, moue 
into the garage 
from the rear § 


Now drop two or three more foes from this couer, mouing 
to the crates in the middle of the settlement then to the 
command shack to finish eueryone off. 

Y Plan 02: 

Or, tag the 
gas canister of 
the LTU, blowing 
the roofs off the 
command shack 
and barn, and 
attack the foes in 
the maghem using 
Speed/Armor/ 

Strength at your discretion. 


* 
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071. small Depot sortie: uehicular manslaughter 

JL Plan 01: By 

land: Use the 
LTU rather than the 
Pickup, and driue 
down the road 
and through the 
open settlement 
entrance. 
Optionally, tackle 
the guard bg the 
latrine bg enploding the propane tank with gour machine 
gun turret fire. Halt the LTU and strafe the garage entrance, 
taking down one or more soldiers. 

Tackle the 
third foe running 
from his post at 
the far end of 
the settlement, 
before he gains 
couer near the 
command shack. 

Then ram the 
command shack 

using the uehicle, ideallg hitting the group of barrels to the 
left, as there J s usuallg one or two foes here. Crush them 
and collapse the building. Get out of the LTU and finish the 
remaining foes on foot, using Speed to get to couer, then 
Cloak and guicklg fire gour rifle. Then deal with the beach 
Scouts bg peppering them with machine gun fire if gour LTU 
is still accessible. 

Or, use the LTU as couer, and drop the foes from this 
point. 


tv: 


Plan 

02: If 
gour LTU 
becomes 
damaged, 
driue it 

toward some foes, 
leap out, then blast the fuel tank on the back at it nears the 
foes [usuallg clustered near the command shack]. 

Y Plan 03: You 

can also 
approach using 
the Pickup Truck 
preuiouslg spotted 
on the beach. 

Remember: You 
must get out of 
the Pickup Truck to 
destroy the foes in 

the area, as the uehicle has no weaponry. 


Ji Plan 04: 

Ramming Speed: 

Use the Boost in 
either the LTU or the 
Pickup and tear down 
the jungle path. Line 
gourself up with 
the entrance or the 
ramped rock. 

Hit the ramped 
I rock at full speed, 

I pointing the uehicle 
a 1 1 h e command 
shack. As it sails 
through the air, 
leap out, land, 
and blast the gas 

canister on the rear of the uehicle so it catches fire 
and enplodes, destroying the shack and perhaps 
some nearbg buildings. Now rampage through the 
settlement, dropping confused foes with quick 
bursts of gunfire. 

Y Plan 05: 

Ramped Rock 
Rampage: Or, driue 
up the ramped rock, 
slowing down so the 
uehicle falls through 
the garage roof, jump 
out and land on the 
roof, and begin a Speed/Armor/Strength battle. 

Y Plan 06: main Entrance maneuuer: Or, jump the 
entire settlement in gour uehicle, landing on 
the emt road and driuing awag! 

Y Plan 07: main Entrance maneuuer: Or, driue 
through the entrance, straight through the 
middle of the settlement, and flee. 
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Y Plan 08: main Entrance maneuver: Or, driue 
and skid left, aiming for the command 
shack and half-destroying it, causing confusion 
among yourfoes, detonating the vehicle via 
shooting the gas canister on the back of it, and 
then attacking them on foot. 

Y Plan 09: main Entrance maneuver: Or, 
point the LTU at the command shack, 
leap from it, , and shoot the gas canister as it 
arrives, demolishing the shack. 


Y Plan 10: 

By Sea: If 

you J ve managed 
to obtain a Small 
Patrol Boat by 
novj, you can 
strafe the area 
with turret fire, 
taking dovjn the 
tvjo jetty soldiers 
easily. Strafe any Special Forces you can see by moving 
close to the jetty. Then bank the Small Patrol Boat on the 
sand nearthe jetty, and take down any remaining foes by 
the command shack using previously-detailed tactics. This 
allows you to grab Grenades and ammunition. 




Y Plan 1 1: Ignoring the Area: Or, stay in the water and 
continue along the coast to the nent set of enemies 
by the boat on the wooden supports [toward Objective 08] 
and attack by sea. 


^opTionnu PRTH 
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Y Plan oi: Try 

beginning 
the fight by 
detonating the 
propane gas tank 
nent to the latrine, 
then shooting 
the enemies 
swarming on that 
location [Cloak is 
a good option, and you can fire from the high rocky outcrop 
nearthe ramped rock]. 


071. small Depot sortie: 
iDroming caution to the Ollnd.... 

0™Q 

The following techniques can be used at any time 
throughout the battle, and allow for almost infinite 
possibilities. These are usually employed if a 
previous strategy hasn't worked (if you're spotted, 
for enample). J 



Y Plan 02: 

There J s 

another enplosive 
device, a red gas 
canister, in the 
garage. The best 
way to destroy it 
is by standing on 
the crate behind 
the metal fence 
and shooting through the window. 



JL Plan 03: with 
a minture 
of Speed and 
Strength Jumps, 
leap onto any of 
the rooftops. From 
here, you can: 


■ Go prone and blast foes from the cover the roof provides. 

■ Strike the roof with the butt of your weapon, falling 
through it and striking an enemy. 

■ Strike the roof, and shoot through the gap at enemies 
underneath. 

■ Punch out the building walls, and crush the foes behind 
them. 


■ Strength Jump and keep moving while aiming at foes 
with your FY71, until they fall under deft Constant 
Strength Jumping and attacks from all around and on top 
of them. 

■ Grab a recommended item and toss it into a building or 
roof, causing it to collapse, move or use the corrugated 
roof pieces as cover to dart and hide behind. 

JL Plan 04: 

Uarious 
items can be 
used as offensive 
weapons. The best 
are listed [and 
do more damage 
when Strength is 
engaged]: 

The man-sized circular saw unit in the garage. 

Any metal bon marked CTT AG 4002. 

The green bins. 

The multiple barrels. 

The truck parked in the garage [use this as good moving 
cover by Strength Punching it toward your enemy]. 

The LTU you drove, or the one summoned as reinforcement. 

The actual soldiers. 

The enplosive barrelsj this is dangerous, but you can 
throw a barrel [for enample, toward the group of soldiers 
by the command shack], then shoot and detonate it 
when it arrives. 

There J s an enplosive plastic bottle inside the command 
shack, which you can aim at through a window, but it 
usually enplodes in your hand due to enemy fire if you 
pick it up. UJatch out! 
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Plan 
03.1: 

These 
lightly 
armored 
Scout foes 
are easy to 
tackle. You can 
strafe the boats as they arriue, so they enplode before the 
foes land. You are susceptible to turret fire though. It is 
best to try this from an LTU using the turret. 

JL Plan 04: Or, wait behind the rocks for the troops to fan 
out and strike them as they enter the grass and trees 
Use Binoculars for yuick locating. 

Y The two foes at the far end of the dock should be 
struck by Cloaking and swimming and entering the 
boat dock. Or, try a Grenade thrown into the boat. Or, shoot 
them using your LTU J s turret. 


"ft Command post on the eastern 
peninsula: I need you to infiltrate 
and chech for intel on HPO 
emplacements." 

— Prophet 


r opTionnu path 


:■<;>» 
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* 
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Y Plan 03.2: 

After 

combat you can 
take a Small Patrol 
Boat and attempt 
to engage the 
armored Small 
Patrol Boat in the 
bay itself if you 
wish to appro- 
priate it [it has better armor]. 


07K. small Depot sortie: Dealing uiith Reinforcements 


jlME LeJ 


As you reach the northeast exit of the settlement, an 
LTU with three soldiers arriues. It parks in the uillage, or 
wheneuer it spots you. Remember you can engage it 
on your terms if you drop a palm tree down to bloch the 
road J or stop your own uehicle in front of it. 

1 Plan 01: If 

you haue a 
uehicle already, 
shoot the rear 
gas canister, then 
tear through any 
suruiuors. 

Y Plan 02: If 
you don J t 
haue a uehicle, 
shoot the gunner first, then the other two occupants. 




In addition, if the flare is shot off by a trooper, u 
expect two Small Patrol Boats to arrive. one on the 
beach to the right of the jetty, and the other at the 
far end of the jetty, left of the boat dock shack. 


North Korean Command Post: Section 01 of 03 


DDUISORV 


! Remember that striking foes with force [such as ramming 
them with a vehicle or a thrown object) can cause them 
to strike a support strut or shack wall, taking down some 
of the building. All buildings can be destroyed. 


7 ) POINTER 




Driue down the road in a roughly northeast 
direction; Prophet heys in the iieut objectiue. 











p ^ an 10: Dr -* use s P ee d an d gunfire and ouerwhelm 


them. 


then run ouer them. 

<0 

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


Plan 11: Or, use Strength and gunfire or Punches. 

Plan 12: Or, tear them apart with LTU machine gun fire. 


DBA. Part op: Beach ossaolt: tub roes oo the path 


V 

V 

V 


Speedboat Obtained! 

Plan 02: Oo charge them and grab one and throw him 
into the other. 

Plan 03: Oo throw barrels into both of them. 

Plan 04: Oo run around behind the sentrg shack and 
attack from this part of the beach. 


i Plan 09: 

^P Continue along 
the beachfront path 
© following the 
dirt track. Ose Cloak 
and rifle fire to drop 
two recon patrol 
guards. 


There are four 
foes guarding 
a Speedboat 
moored on wooden 
supports. Cloak 
and moue to 
the back of the 
small wood and 
metal sentrg 
hut © Bring out 
a rapid-fire rifle and aim through the gap in the corner 
between the two metal plates. Line gourself up with not 
one, but two guards. Rip through a clip and down them 
both. Hide behind the hut while gou re-energize, then 
Cloak, and stalk the other two. 


JL Plan 05: Alter- 
^P natiuelg, 
gou can approach 
from the rocks and 
waters edge. Lie 
prone behind a rock 
to re-energize, then 
step around the far 
side of the boat. 
Strike the two near 
guards. Then use the boat as couer, and step around to the 
left in a circle-strafe. Bring down the other two with rapid 
blasts. This method allows gou to guicklg down the foes 
before theg reach the grass and can hide more easilg. 

Y Plan 06: Or, head around to the back of the boat using 
Cloak, then switch to Strength and Punch the boat 
into allfourfoes. In the ensuing melee, gou can Strength 
Jump and land, shooting or Punching foes gou miss or who 
are getting up after being struck bg the boat. 




If you moue the Speedboat off its wooden struts, 
beware of the boat rolling or spinning back and 
crushing you! 


j^crii 


JL Plan 07: You 

^P can also driue 
down the road to 
the beach, onto the 
sand, and strafe 
the area, taking 
down all four foes 
easilg. Continue 
to driue in a north- 
easterlg direction. 


Y Plan 08: Plan OB is also easilg achieuable from the 
water using a Small Patrol Boat appropriated earlier. 
After this area is secure, continue on foot to the sandg 
promontorg ahead of gou © in the LTU, or bg water [punching 
the Speedboat into the water and piloting that or using a 
Small Patrol Boat]. 
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08fl. Part Bl: Beach Assault: 
speedboat Guards Takedown 
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HDUISORV 


2 


Your preferred ordnance at this point should consist 
of Dual Pistols, an Assault Rifle [Ideally the FY71), and 
Grenades. All weapons should be augmented ((c)) to 
your liking. 


JL Plan 01: 

^P Crackdown 

Emt the depot 
[Bbjectiue 07] and 
park gour LTU when 
the road splits ©. 
Follow the left path 
on foot toward the 
beach and check 
enemg positions 
with gour Binoculars. 


L J 
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southwest ouer the 
grassy hill 0 to 
the concrete road 
barrier corner, make 
almost a loop back 
and cross the road 
0. If the LTU is 

parked here, tackle it immediately, without letting the two 
patrol guards in the area escape. 

Enter the under- 
growth armed with 
silenced weapons. 

There J s sometimes 
a single foe by the 
LTU turning point. 

Cloak, then tag 
him. Sometimes he 
runs west along 
the base of the 


f^lTyou shoot him with loud weapons, u 
the two patrol guards flee to the 
settlement. You may want to preuent 
this if gou J re actiuely attempting a 
[^stealthy takedown. J 


Cloak and rush the 
two patrol guards, 
trying to tag them 
both on the road. 
Try maneuuering 
so they J re both 
in a straight line 
and fall to a single 
quick burst. If they 
run, finding foes in the undergrowth is tricky, so flick your 
Binoculars on and off. Also use the metal fencing as couer. 

Y Plan 02: Or, 

charge up 
the road leading 
to the turnabout 
point, and using 
Speed, charge the 
two foes at the foot 
of the path to the 
settlement. Bring 
them down with 
steady fire. This alerts the settlement guards though; they 
now creep and moue on alert. 

Y Plan 03: Cr, use an LTU and strafe the two guards 
before they can scurry up the hill. 


Objective 


Korean Command Post: Section 02 of 03 


08B. Approaching the kpo command Post 


1 Plan 01: 
Approaching 
from the Road Head 


Assuming 
the two 
guards at 
the bottom 
of the 
footpath 
are down 
and the 

Command Post enemies aren't dashing about, 
uenture up the slope 0. Cloak whether the guards 
are alerted or not. moue to the right, inside the 
outerfence 0 . 


Civilian Speedboat Obtained! 

[WlipomTER 

After these two haue been defeated. Prophet radios in 
to let you know about a MPA checkpoint up ahead. You J ll 
need some firepower, including Grenades, to get past it. 
You haue two choices: You can attack the KPA Command 
Post settlement [Optimal Path 08B-08C], or continue and 
attack the beach sentry points [Optional Path 08G]. 
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moue rf* M 

around 

to the *■ , JS 

garage's bach ' -T ill 
entrance while I pwH 

Cloaked. If Jfil^S 

applicablej aim ^*3 

so you can strike 
two enemies, one 

with gour rifle, and cut them down. Stag in this location and 
unload on one or two additional foes in the courtyard and 
opposite building. 

With one or two 
more foes still 
roaming the area. 
Cloak and moue 
around the left side 
of the building on 
the concrete base 
©. moue around 
the perimeter 
inside the metal 
fence. Then tackle the remaining foesj one is likely to be 
nearthe command shack. 


ni a 


magazine! 


Now deal with the three foes coming up from the beach [if 
you made a lot of noise], or head down to dispatch them, if 
you didn't defeat them first. These areas are purely optional, 
but they help you secure the areas you're trekking through 
without running into any surprises. 


w 
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|ou J ue made too much noise J three guards from the 
beach head up the hill to inuestigate; face northeast 
and check with the Binoculars to see if theg J re 
mouing. If gou allow the enenig to fire off shots J the 
l^beach enemies ascend to assist gour foes. 

When the area is 
secure, retrieue 
four Grenades, Rifle 
ammo, and FY71s in 
the garage. There's 
a smaller haul 
in the command 
shack [three 
Grenades and one 
Rifle]. 


Don J t forget to open the fridge, pick up the m 
latest newspaper with the headline "Its 
not a crysis yet." and your copy of Future Fashion 


Armor Speed Strength Cloak Object 

080. The other infiltration Points 

JL Plan 01: You 

can enter 
the settlement by 
heading up the dirt 
path and mouing 
to the left © 
around or inside 
the metal fence 
to the building 
with the concrete 
foundation. Begin the action from this location by lining 
up two foes at the doorway and cutting them down with a 
continuous burst. 

Y Plan 02: Dr, 

run down 
the dirt road, then 
leap up the rocks 
to the east of the 
settlement © 
leading to an open 
corner of metal 
fencing. A foe is 
likely to be in this 


command shackj shoot him through the window, then deal 
with the others in your preferred style. 

Y Plan 03: The 

southern 
part of the 
settlement © 
features a parked 
Pickup Truck and a 
low fence. You can 
easily Cloak and 
hide here, then 
dash across to 
any building, but you're more exposed. 


Plan 04: An 
ouerlooked, 
^0 hut excellent 

I route is a 

I looping attack. 

® First, destroy 

-r the beachfront 

I guards at the gun 

emplacements 
w [optional Path 08G] 

to ensure there are no attackers from behind. Then head 
into the trees, locate the road and small, rusty billboard 
©, and moue northwest toward the Command Post in the 
undergrowth to the right of the road ©. From here, you 
haue a multitude of opportunities to slay the fiue guards. 
You can: 

Y Steam in and start creating hauoc [Punching in roofs 
and walls, orthrowing Grenades]. 

Y Cloak and head around to the back of the garage and 
slag the guards as in Optimal Path 08C. 

Y Cloak and head around the back of the concrete 

building [near ©] and carefully lining up both guards 
inside this building and dropping them. 
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Plan 03: 

As usual, 
there J s 
a large 
amount of 
items and 
debris to slam 
into yourfoes: 

The Pickup Truck 

The man-sized circular saw unit in the garage [this is an 
encellent weapon to throwj also try leueling foes on the 
beach with it!] 

The metal ammo cases marked CTT AG 4002 [but not the 
stacks of cases, as these can J t be picked up] 

The plastic green waste bin 
Tires [the bigger the better] 

The barrels 


08E. Administering neatdouins 
and complete Destruction. 

Y Plan 01: 
Adminis- 


tering Beatdowns: 

With a mrnture 
of Speed and 
Strength and 
with your fists or 
rifle at the ready. 
Strength Jump 
up the rocky hill, 
heading east-southeast. A good route to take is to Jump and 
land on the concrete steps, then enterthe doorway on the 
right Punching the guards trying to flee. 

The guards mill about and if you run, you can Punch 
them all by racing into the garage, then chasing the rest 
and finally socking the guard appearing from the command 
shack. Obuiously, you can uary the ways you dispatch 
foes, using fists or weapons, and jumping or running at 
around, or away from them. 


Y Plan 02: 

Complete 
Destruction: 

Complete 
destruction is 
assured if you 
Strength Jump, 
land on a roof and 
pistol whip or 
stomp [Punch; (T)] 
the roof itself [Crouching helps]. Follow this up by Punching 
out walls into foes on the other side. 


f^scend on foes this way, but be warned: u 

^Sometimes they fire up and attempt to strike you. J 


Plan 04 


As Prophet 
mentions. 
Grenades are also 
encellent to use, 
and should be 
thrown through 
windows at foes 
inside buildings. 
Howeuer, you 
must attempt 
rr Grenade 
herding JJ : Throw 
the Grenade 
behind the 
enemies you J re 
wanting to take 
down. They 
usually run away 
from the Grenade. 
So, if you J re at the concrete steps in the corner of the 
settlement ©, throw Grenades into the front garage area 
[picture 1], and foes usually come out of the doorway 
you J re waiting by [picture 2]; now you can slay them with 
gunfire as they mill about. 


Y Or, try 

entering 
the command 
shack through the 
doorway facing 
the Pickup Truck 
©, creeping up 
to the lone guard 
in the bedroom, 
and knocking him 
unconscious. Then remain in the command shack, shooting 
foes through the windows and doorways. 

Y Or, stay here at ©, tag the foe you can see, and 

slay each foe that approaches with a silenced rifle. 
They come to you! 
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Expect the buildings to collapse easily if a Grenade 
explodes in or nearby them. 

Y Plan 05: 

Chemical 
Warfare: There 
are two uolatile 
plastic bottles of 
chemicals, one in 
the concrete-floor 
hut, and the other 
in the command 
shack. Start your 
deuastation by Cloaking and tagging the bottle, setting the 
nearby foes on fire. 


Objective 08 







Don't forget to search the ruins of the garage 3i 
and command shack for items. Use gour 
Binoculars to locate items; theg appear outlined 
in blue (including items dropped bg guards). 
Another tactic to try is to moue an object, such 
as a large crate, and drop it, then hide behind it, 
using it as "movable cover." 
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Plan 02: Or, 

complete 
Optional Path 
08G, taking out 
both beach 
emplacements, 
and driue up the 
road 9 to the 
junction. This way, 
there J s no worry of 
being attacked by the emplacement guards. 

i Plan 01.2: 

Screech 
around, and 
driue up and into 
the settlement, 
strafing the 
enemy peeking 
out of the garage 
first, then all the 
buildings you see 
mouement in. You can head out, using the couerthe uehicle 
prouides, or Strength Punch the uehicle into any of the 
buildings. 

Y Plan 03: Or, Boost: Leap out after pointing the 

uehicle into the garage [it has the least amount of 
unmouable fencing so the LTU can plow through easily], and 
shoot the LTU J s gas canister, taking a couple of soldiers 
down in the blast. 


Objective OB. Investigate North Korean Command Post: Section 03 of 03 


Plan 01.1: 

If you 

want to saue on 
ammunition, driue 
the LTU along the 
road, passing the 
KPA Command Post 
settlement as the 
road winds below 
and left of it |fi . 
Continue down the road, then handbrake right when you reach 
the blue sign. Or, handbrake just afterthe Speed Limit 35 sign, 
up onto the grass by the small, rusty billboard § 


i®_ 


There are two machine gun emplacements 
along the eastern beach. If you make noise, 
or enemy gunfire is heard, one or more of 
the three foes guarding the emplacement 
come to investigate. Therefore, it is better 
to strike the first emplacement before 
you tackle the Command Post, if you're 
worried about noise; or afterward, if you 
used the silent methods of securiny the 
Command Post; or before you head up to 
the Command Post base entrance hill, after 
tackling previous beach foes. However, 
if you haven't tackled the Command Post 
yet, and make a lot of noise on the beach, 
eHpect a couple of settlement foes to 
^descend. 


BG. Attacking the Beach Gim Er 
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1 Plan 01: 
Before 

the Settlement 
Takedown: After 
completing 

Optimal Path 080, 

head east on foot. 
Cloak and hide 
behind rocks 0 in 
the Crawl position 
to recharge, moue close to the nearest foe near the water 
0. shoot him, then shoot the second foe begond the 
emplacement. Do this quickly before the far foe gets off a 
shot, as this can warn the nearbg settlement soldiers. 

Then bring 
down the Special 
Forces man that 
stags in the gun 
emplacement. 
Approach from 
the beach side 
0 rather than the 
water side. An 
almost identical 
plan should be attempted at the nent emplacement © 

■ howeuer, trg Cloaking, and assaulting the emplacement 
first, then use this as a defensiue position and slag the two 
roaming guards afterward. 

Y lf gou J re on the road heading to the settlement, and 
want to attack the emplacement from this area. 
Cloak and run to the gap in the concrete road barrier © as 
the road bends right. 


Plan 02: 


Objective 08. Access North Korean Tscticsl Network 
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"looks like General Ri Chan Hyong is 
in charge of the whole operation!" 

— Prophet 


09n. securing the comm. Met and 
vantage Point 


Pjm 


These tactics apply whether ysu tsoh cut 
the KPA defenses (Objective 10] or not. 


f f 47 j> ■ , 
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You can 
also 
easily 
driue the 
LTU across 
the beach, 
slaying all three 
guards using the turret. Driue around the washed-up log 
to auoid getting gour LTU stuck, then attack the second 
emplacement in the same manner. 

Y Plan 03: Or, throw a Grenade into each emplacement 
area. 

Y Plan 04: Or bring a heaug item from the settlement to 
throw at each foe. 


I 


ADUISORV 


If you're fighting foes that have fled into the under- 
growth, find cover, choose Armor, scan the area 
with gour Binoculars to locate them, and attach 
them with gour rifle, one at a time. 




POINTER 


Once the beach emplacements and Command Post 
are secure, gou receive information from Prophet 
regarding a communications outpost. You can now 
do any of the following: 

• Complete Objective 09, then storm the KPA 
defenses (Objective 10). This is recommended. 

• Head up the trail behind the Command Post 
garage and tachle the KPA defenses first. 

• Attach the KPA defenses from an alternate 
direction. 


I 


ADUISORV 


2 


Head to both emplacements before the settlement 
the KPA defenses, or the communications outpost, 
if you are concerned about defeating euery foe at 
the first auailable opportunity. 








The main 
Approach 

Driue along the 
main dirt road 
until you spot a 
rusting restaurant 
sign © before the 
two Pickup Trucks. 

Ditch your uehicle. 

Cloak and bring out the Binoculars. Slowly make your way 
up the left or right grassy undergrowth. 

Look forthe 
nearest foe with your 
Binoculars, then silently 
drop him. He may be 
patrolling in the grass. 
Guards may be alerted, 
so keep prone and in 
couer while your suit 
re-energizes. Slowly 
work your way up the side of the road, dropping enemies one 
at a time after Cloaking, then take couer ©. 

moue to the top 
of the hill where 
the comm, trailer is 
located. Dispatch a 
fourth foe from rocks 
nearby. Then Cloak, run 
to the emplacement to 
the northwest ©, and 
blast the fifth foe. 


| Five additional troopers are patrolling a vantage 
balcony behind the comm, trailer. You can ignore or 
attack them now. 


Enter the comm, trailer. 
Inside is a laptop on 
your left. Bse it to 
download the intel. 
Prophet informs you 
that General Ri Chan 
Kyong is in charge 
of the KPA operation 

that J s him on the 

laptop screen. You can now moue to the rendezuous point 
[shown on the maps; at the end of Dbjectiue ID]. 


DDUISORV 


£5: 


s comm, trailer also has five Grenades and ammo 
take on the table opposite. 

Shotgun Obtained! 

£ 


,7 


DDUISORV 


Combine Speed and Shotgun use on ang of the U 
following objectives to quickly deal with multiple 
enemies with entrenie violence and agility. This is 
treat tactic to try ouer and over again! 


¥ 

Armor 


»> 

Speed 


^ r 

Strength 
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necessary, you 
get additional 
Grenades and a 
supreme feeling 
of satisfaction 
if you tackle the 
fiue Special Forces 
men behind the 
trailer. There are two entrances, two foes manning machine 
gun turrets, and one enemy standing at a shack in the 
middle of the area. 


Although 
this isn J t 


09B. uantage Balcony attach 


Ascend the left 
steps ©. The 
enemy by the 
shack is easily 
tackled with 
silenced rifle fire. 

Go into a Crawl 
behind the metal 
gun case stack 
©. While Cloaked, 
blast the incoming foe as he creeps in. Re-energize, then 
peek out and blast the gunner and another incoming 
guard. 




You can rush, 
blast, or stealthily 
drop the final foe 
in the middle of 
the balcony. There 
are four Grenades 
and two ammo 
packs to pick up 
here on top of the 
metal cases. Now 
return to the main road and moue toward the rendezuous 
point [end of Objectiue 10]. 


¥ 

Armor 


»> ¥ 
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PRTH I 

-** *$ *i *T*-' 

Object Gun Add-On Grenades Explosives Vehicle 


iue-By Intel 



If you J re 
after a 

speedy objectiue 
completion, head 
up the road to the 
comm, trailer in 
the LTU or Pickup 
Truck. Strafe the 
foes with turret 
gunfire, then 

handbrake and slide right at the comm, trailer entrance, and 
diue inside. On the way, don J t driue too quickly and lose 
control, or driue into any rocks. 


: n i 








The comm, trailer is thoroughly protected; you can 
download the intel while training your weapon on the door. 
When the objectiue is complete, run and diue into the LTU, 
and reuerse it, or turn and driue it back down the road, 
ignoring any foes still aliue. 
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999. other Access points 


IP 


* Access by 
Beach: If 

you J re boating, 
driuing, or 
running along 
the beach, you 
can diue into the 
undergrowth # 
and begin a quiet 
or noisy assault 
up the road when you join it. 

Better yet locate the turret emplacement Strength 
• Jump up the rocks to just below this area, and lob a 
Grenade so it bounces off the underside of the root and into 
the turret area. After the enplosion, begin the assault. 

Or, run up the 
grassy path D2 
[ideally while 
Cloaked] and 
attack the comm, 
trailer from this 
point. 

Y Vou can 
also 

approach this area 

uia the ragged rocks underthe balcony 
takes time and energy. 

Y Instead, you can loop around, and approach heading 
northwest up the grassy bank # that leads to the 
right side of the comm, trailer. 

Y Or, head up the grassy area at the foot of the road 

(®)j these last two spots are good if you used a boat 
to reach this point. 


, although this 
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09E. less snbtle Approaches 


jhDUISOBV " 


Y Plan 01: If 

you want 
to chase, punch, 
or engage foes 
without Cloak, the 
biggest problem 
is getting to the 
top of the hill. Try 
driuing a Pickup 
Truck, then Speed 
running, straight into the comm, trailer. 


Y Plan 02: Another plan is to snatch a barrel 
from the base of the hill, dash up, and 
throw it into the first foe you can, then diue 
behind the barrel sandbag, or comm, trailer couer 
at the top. 


ADUISORV 


The gun emplacement is a problem; foes will return to it 
so try Grenade-throwing into this area. The comm, trailer 
is a good place to run around, attaching foes quichly 
on the other side. The clusters of barrels are useful for 
throwing into foes. Remember to grab and use soldiers as 
meat shields if the fight isn't going well. The comm, trailer 
can be crawled under, which is good if you're Cloahed, 
but you're uulnerable to gunfire from all around afterward. 

/ Plan 03: 

Bk A better 

plan is to Strength 
Jump on top of 
the comm, trailer, 
although you J ll 
be spotted by the 
Special Forces on 
the balcony. Use 
a Grenade to take 


This area holds a total of nine Grenades to pich up 
[inside the comm, trailer and on the rear uantage 
balcony]. You can only hold ten, so it is wise to use 
any Grenades you are currently beeping. 


them down, and make sure you J ue dealt with a few initial 
troops first. The comm, trailer is a good spot to Strength 
Jump toward the balcony hut. 

From here, lob a Grenade [tap, don J t hold (g)] onto the 
outer balconies, then suppress the enemies by firing so 
they stay nearthe Grenade enplosions. 

Y Plan 04: There J s an enplosiue bottle inside the top 
hut, but it isn J t wise to try and grab it. 

Y Plan 05: 

Racing 
around the 
balconies. 

Strength Throwing 
[or throwing with 
Armor on] the 
large metal ammo 
cases or barrels 
into the well- 

armored foes is an entertaining and lethal combination. Be 
sure you equip a weapon while you J re doing this, so you 
can slay the foe after he J s been struck. 

Y Plan OB: Strength Jumping while firing on foes below 
you is also uery entertaining. 


c z&ak 


Plan 07: If you J re 
approaching from below 
the balcony [uia Strength 
Jumping up the rocks], you can 
crawl or crouch and moue under 
the balcony. 

Although you can J t attack the foes up through the floor, you 
can peek out. Strength Jump and tag a foe, then duck below 
and moue to another area. Foes are also easily spotted and 
tackled from this area, especially if you J re Cloaked. 
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Objective 10. Rendezvous 




JL Head down 
from the 

comm, trailer and 
take a Pickup 
back to the KPA 
Command Post 
settlement, moue 
along the leafy trail 
behind the garage, 
either in a uehicle 
or on foot to UJaypoint ®. Prophet radios in to aduise that 
Grenades are the best option here. Get out of your uehicle 
when you spot the Iouj rocks. 

Get out and 
keep Iouj. It isn J t 
necessary to Cloakj 
just equip Armor 
and use rocks as 
couer. From about 
feet away 
, Throw not one, 
but tujo or three 
Grenades, aiming 
so one lands on the machine gun turret and others so they 
land slightly behind the foes, ujho should come forward 
instead of backing off. The first Grenade should blow the 
sandbags and barbed wire away. 




is. Alternate Takedowns tor KPA Defenses 


Plan 01: 

Silent But 
Deadly: If you J re 
determined to 
? keep stealthy, 

^ Cloak and moue 
■ along the left rock 

■jj^/ ... wall going 
prone in couer to 
re-energize. Cloak 

and Crawl to the barbed wire and around to the sand crate 
© and look right. Line up two foes [one by the turret gun], 
and open fire with silenced weapons. 

Bring them both down with a single burst before they can 
fire back. Stand and Cloak, then deal with the third soldier 
guickly and quietly. You can now ascend the hill without 
the three-man recon team descending. 

Y Plan 02: 

Speed Kills: 

For a spectacular, 
and highly 
dangerous plan, 
switch to Strength 
and driue a Pickup 
[as it is narrower 
than the LTU] at 
full speed into the 
small rocks in the middle of the defense entrance, just right 
of the large tree, and left of the rocky outcrop D. 
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"Nomad, get to the rendezvous 
point ftSftP. There's something 
gou need to see!" 

— Prophet 


W OPTinnU PRTH 


>» 

44b 


ir 


5 



Speed 

Strength 

Cloak 

Object 

Gun Add-On 

Grenades 

Explosives 

Vehicle 


ion. securing the kpa Defenses and comm. Tower 


POINTER 


This Objectiue doesn't appear inside your Objectives^! 
screen [ fritbl L but is shown to separate the comm, 
trailer tactics from when you enyaye the KPA 
defenses and comm, tower. Defeatiny the KPA 
defenses can be attempted before or after the 
assault on the comm, trailer [Objectiue 09). I 


Storm the defense with your preferred weapon blazing, and 
mop up any of the three suruiuing foes. Now guickly check 
your binoculars and look aboue and rightj there J s a comm, 
towerthat can be optionally dealt with. There are fiue foes. 
Deal with the mouing ones, if any are descending. 


i 


DDUISORV 
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Note that the sand crates can't be moved, but are u 
good to hide behind. 
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With a bit of 
luck, you J ll catch 
some air, and 
land on or near 
[and occasionally 
ouer] the defenses 
[around ©]. Get 
out and drop 
behind the Pickup. 
Strenyth Punch 
the Pickup up and into the defenses, into the three foes to 
crush them. Keep this up until all three are defeated. 

Y Plan 03: If you want to defeat the foes quickly, use 
Speed to dash through the opening on the right side 
of the defenses, then Cloak and tackle the foes from behind 
the defenses. 



Y Plan 04: 

Attack from 
Above: Instead of 
heading directlg 
toward the 
defenses, gou 
can scale the 
rock wall to the 
east © near the 
road where the 
two Pickups are parked at the base of the comm, trailer 
area. 




Work your way 
through thick 
undergrowth, 
until gou reach 
this promontory 
overlooking the 
defenses. The 
comm, tower is 
across from this 
promontorg. Unfor- 
tunately, you can be seen by the enemies at the foot of the 
tower, so enpect to come underfire. Drop a few Grenades 
on the foes manning the defenses below. Then slide 
[don J t Jump or gou J ll die!] to the ground, finishing off ang 
remaining stragglers, and working gour wag up the comm, 
tower hill. 
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idc. Taking oauin the necon Team 
and Taking ouer the Tomer 



JL Plan 01.1: After 
tP the defenses 
are breached, 
quicklg check with 
gour Binoculars 
to see three or 
four heat sources 
descending a 
winding path. 

Crouch bg a rock to 
ring down the point trooper as 


the left of th 
he runs into view. 
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JL Plan 01.2: 

^P Head up 
the winding path 
C2 to the comm, 
tower. Before you 
can see the area 
below the tower, 
throw a couple 
of well-aimed 
Grenades, make 
sure the Grenade bounces off the comm, tower and drops 
in the middle, breaking the metal shed at the base of it and 
usuallg killing one of three well-armored foes. 

Throw in another 
Grenade at the 
turret emplacement 
and dash in with 
gour Shotgun 
blasting. There J s a 
foe at the turret and 
two at the rear of 
the tower vantage 
point. 

JL Plan 02.2: If gou J re continuing with a stealthy option, 
?P you can Cloak and maneuver to just in front of the 
machine gun turret. Line up two foes, one behind the other, 
to cut down and blast them with auto-rifle fire. Then deal 
with the soldier at the far end. 
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loo. Comm. Turner firct. Delenses second 
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The final member of the recon team [who sometimes 
appears] is lurking among the rocksj drop him with a 
Grenade behind him and rifle fire. 

JL Plan 02.1: lt J s a little more efficient if gou Cloak, drop to 
^P a Crawl behind rock cover, and tag each recon foe one 
at a time without making a sound. 


move 
forward 
steadily, 
and 

throw a 
Grenade 
behind 
the two 
foes just 
behind him. Try 
to throw it overthe saplings. Charge and finish the troops 
using Speed/Armor and quick gunfire. 




(Sometimes the troops head into the thickets to thtT^I 
left of the path. This makes them trickier to tackle, so 
^toggle gour Binoculars on to locate them first. J 







Plan 01: A 

cunning plan 
is to head to 
the entrance 
gully where the 
enemy defenses 
are, then peel right 
meuing northwest 
up a large rock promontory Dl „ Use Strength Jumps and 
ascend the large rock face all the way to the top. 

The enemies 
see you jump up 
and ouer [or near] 
the sandbags, so 
charge the nearest 
one and Punch 
him to death. Then 
attack the area 
using Speed and 
Strength Punches, 


or guns and Cloak, or Grenades. This plan has the aduantage 
of your not encountering the recon teamj they aren J t 
currently here. 



Afterward, kick 
the sandbags 
away to the left 
of the large tree 
ouerlooking the 
defenses below. 
You can now drop 
or throw barrel 
the shed root and 
the large metal 
gun cases down on the defenses, then drop Grenades to 
finish them off. If the defenders are still aliue, slide [don J t 
Jump!) down the rock face with your guns blazing. 



Y Plan 

02: If 

you J re feeling 
mischieuous, you 
can use Strength 
Jumps to reach the 
metal roof of the 
shed at the base of 
the comm, tower 
and strike foes 


from here. This can be done during Optimal Path IOC, too. 

You can also use the following pieces of scenery as 
deadly weapons: barrel metal gun cases not stacked on 
the heauy palettes, or the shed roofs, which can also be 
punched off the comm, tower plateau onto the defense 
area guards if you took this area first. 


ADUISORV 


There are four Grenades, Shotgun ammo, and Rifle 
ammo on a weapons box at the foot of the comm, 
tower. Don't aim directly at these items, or you'll 
explode them. However, you can shoot a Grenade 
if a foe is standing next to it, and explode the 
I Grenade from range! 
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ioe. Approach from the Dirt Road 

ITOIpdiim ft 

This can be attempted prior to attaching the KPA U 
Command Post (Objective 08 onward). 

Y Plan 01.1: 

If you 

backtrack look for 
a slightly lower 
part of the long 
rock walk near 
where the dirt 
track forks 
j . Head 
southeast and 
Strength Jump up this area. 

Y Plan 02.1: Or, Boost and driue a Pickup up this rock 
wall! 

Plan 01.2: From here, you can follow the dirt path to the 
defenses or turn left and Strength Jump up to almost the 
top of the path to the comm, tower. 

Plan 01.3: If 
you engage the 
defenses ar ea, 
lob a couple of 
Grenades just 
in front of the 
three foes so 
they retreat out 
toward the KPA 
settlement. Then 
rush to the machine gun turret and slay them using this 
weapon. 

Y Plan 03: You could also [if you hauen J t engaged the 
KPA Command Post settlement] lure guards from the 
buildings back up to the defenses, then strafe them with 
machine gun fire from the turret. 




f^Watch for the recoil team arriuing soon afterwarcMf^l 
l^ijou tackle the defenses from the rear. j 

Plan 02.2: If you droue up the rock face, you can maneuuer 
toward the defenses, then let the Pickup trundle down and 
Strength Punch it into the defenders. 

m i° FiL 

Once the defenses are destroyed, pick a plan and 
ascend the hill to defeat the foes under the comm, 
tower. Or, ignore them, and head to your rendezvous 


point. 


J 
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sight of a completely frozen boat deposited in 
the jungle! 

TIib lusca's Call Encountered! 

Prophet has lost the secure channel to JSQC. 

They stare at a frozen boat in the jungle gully. 

A gigantic, tentacled thing suddenly appear 
smashing the boat in half, and scoops up Jester, then 
rapidly bolts away! 

The beast tears through a few KPA soldiers. Use Speed, 
and run after the beast as it flies down through the gully. 


¥ »> $ 4 -rr> df* f ] T*— 

Armor Speed Strength Cloak Object Gun Add-On Grenades Explosives Vehicle 

lOf. Rendezvous at The Anomaly 


JL Once the area 
is secure, 
moue in a roughly 
easterly direction 
to an unguarded 
defense post 
®. Moue through 
it and up a rocky 
gully. Follow the 
gully as it winds 
past UJaypoint © Look for the odd glistening object up 
ahead. Continue along the gully until you reach the strange 
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FYV/f^l II CE. IHTGL: 

UOCnTG ROD OCTRnCT 
CIVIL^IF=in HOSTRGGS 

UJe haue discouered the appmmmate 
Location of the eHcauation site. There are 
still fiue hostages out there, ffloue out to 
inuestigate. 

With Aztec and Jester wrenched apart 
by airborne abominations, it falls to 
the remaining three men to locate the 
hostages. Uenturing out into a small 
communications area, they encounter 
light resistance, and Prophet learns of 
a nearby friendly holed up in a uillage 
four clicks to the south — it's one of the 
hostages! On the way, rouing patrols 
of KPA must be met and neutralized. 
Additionally, learning the location of a 
missile Launcher and DSG1 Sniper Rifle is 
recommended. 

After optionally obtaining the hostage's 
precise location from a radar station, and 
taking out a roadblock, you should pore 
ouerthe necessary maps of a sprawling 
coastal uillage. There are dozens of routes 
to take, and 50 KPA dotted throughout 
the settlement to be eliminated. After 
you locate the hostage in a school room, 
she reueals some mission-sensitiue 
information, and is escorted from the 
fray by Psycho, who J s been more than 
helpful backing you up. Howeuer, part of a 
KPA armored diuision is arriuing, and you 
need to destroy two Tanks! Then Prophet 
locates a caue entrance that leads to a 
KPA military base where the remaining 
scientists are being held. Uenture along 
a stream, engaging increasingly large 
numbers of KPA recon teams, before 
auoiding an all-out North Korean ambush! 
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D2 

D 1 

Capture the Communi- 

D5 

05 

Destroy the KPA Tanks 



cations Trailer 

EB 

0B 

Proceed to the 

□ 5 

02 

Find the Hostage in the 



Rendezuous Point 



Uillage 

F5 

07 

Proceed to Prophet's 

D4 

03 

Find an Access Point 



Location 



for the NK Tactical 

G7 

08 

Head Upriuer to the Caue 



Network 



System 

D5 

04 

Find the Hostage in the 






School Building 
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tBam finds Jester's remains crumpled 
against some rocks. Os Psgcho swears like 
a trooper, Prophet uaporizes the corpse and 
Nanosuit and pags his respects. The mission 
must continue: Prophet informs gou of a HPP 
Command Post up ahead. 


Objective 01. Capture the Communications nailer 


"What's happening, boss? We're 
droppin' lihe flies!" 

— Psycho 
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Plan 02: Your 
foes are 
already dead. 
Something else 
has gotten to 
them first. Saue 
your ammo for 
later. This is the 
easiest leg of the 
mission so far. 


JL Plan 01.2: 

Outside the 
communications 
trailer Prophet 
attempts to listen 
in on the KPA 
secure channel. 

He reports that 
there J s sporadic 
combat and the 
Koreans are spooked, too. moue around the outbuildings 
© toward the low metal fencing. Hop ouer the fence 
and proceed down the hill to an LTU ahead. 


While Prophet eauesdrops on the KPA, search thtT^) 
pallets on either side for batches of ammunition 
for your Rifle. 

In this area, it is wise to heep stocked with 
ammo for both Rifles [the SCAR and the FY71) as 
these offer long-range precision that J s needed in 
j^this area. 


!i 
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If you haven't figured this out yet. remember that U 
double-tapping and holding [shift] automatically 
engages Speed. You reuert back to your preuious 
Nanosuit function when you release this key. 
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The long wooden boards propped up nearthe boat 
©j these can leuel all three foes if they are grouped 
together. 

The outboard motor by the garage. 

The green plastic trash cratesj one is behind the garage, 
the other is to the left of the white shach steps. 

The wheel barrow on the right side of the white shach. 

The rusting ouen by the first metal fence ouerloohing the 
cabbage patch. 

The blach trash bin on the left side of the white shach. 


did. clearing the comm. Trailer 


Plan 01.1: 

moue along 
the jungle gully, 
following Psycho 
and Prophet until 
you reach the 
clearing where KPA 
Special Forces can 
be seen Iging on 
the ground. Prophet 
orders you to couer hint so stay behind orto the side, hiding 
in couer, while he descends to the trailer. 






JOIIITER 

After Prophet accesses the KPA radio U 
communication, you receive your next 
Objective: there are hostages to be rescued 
in a village a few miles from here. Get to it! 


Die. cabbage Patch carnage 


Plan 01: The 

numerous 
objects in the 
area mahe future 
tahedowns 
eutremely 
satisfying. Simplg 
grab an object 
head down the 
road, then Strength 
Throw at the first foe you see. Here are some of the best 
objects to utilize: 

The barrels in and around the shachs. 
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The two gas cans inside the garagej lob them 
and then blast them with gour weapon creating a 
Grenade-like enplosion. 

The pile of bound wooden beams. Strength Punch the 
pile to release them, then grab indiuidual beams to 
lob. 


Y Plan 02: You can also use the garagej white shackj 
or boat house roofs as couer or a uantage point from 
which to fire or lob Grenades or objects. 

Y Plan 03: Or, gou can quichly run to the machine gun 
emplacement © and start some rapid fire on foes in 
the road. 


Objective 02. Find the Hostage in the Village: Part 01 — Coastal Hecon 

"Vou guys aren't going to belieue 
this , but it sounds lilie General Hi 
Chan Hyong is in charge of this 
entire operation!" 

— Prophet 
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020. Patrolling the Road [bu vehicle] 



This objective takes some time to reach and U 
complete, and is split up into uarious parts, each 
with a different set of routes you can take. 



j 



Plan 01.1: fit 

the end of 
the cabbage patch 
is an LTU with an 
unhooked trailer. 
Climb inside and 
begin to driue along 
the coastal road in 
front of gou. There J s 
an immediate gap 
in the barrierthat allows gou to driue down onto the beach 
©j but this is a Discretionarg path. 

Insteadj driue 
around the bend 
in the road and 
continue on. If gou 
didn J t waste ang 
time after Prophet's 
instructionSj gou 
can stop the LTU at 
the start of a long 
left bendj bg a foot 
trail leading down to the beach ©. Park just to the right of 
the restaurant and surf school sign. Herej gou spot two foes 
sitting on the beach. Strafe them until theg fall. 



If your turret fire is less than competent u 
and the two foes escape, disembark and 
beyin a Cloaked search in the underyrowth 
using your Binoculars. Slay them with your 
preferred weapon. 

Round the left 
bend and listen for 
Prophet's aduice 
on snipers. Notice 
the rocks and 
woodland to gour 
right ©. You can 
disembark and 
maneuuer through 
here toward a KPA 
Scout compang that is patrolling this area up ahead at the 
cent corner. 

Or, gou can 
continue to driue 
along this roadj 
looking at the gap 
in the tree line on 
the promontorg 
aboue and to the 
right of gou. There's 
a sniper here! You 
can bring him down 

from gour LTU using the turret if gou're a crack shot. 

Howeuer, gou 
should think about 
slowing gour 
uehicle down and 
parking before 
gou round this 
bend. Park across 
the road and wait 
for another LTU to 
arriue. If gou didn't 
hurrg to reach this point, gou meet the LTU on the road gou 
droue along. Strafe the gunner with turret fire, then slag the 
driuer and passenger without leauing gour uehicle. 




" {©) 
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Y Plan 02: Dr, you can park your uehicle in the roach 
hop nut, moue into cover, wait for the enemy LTU 
to arrive, then shoot out the gas canister on the rear of 
the vehicle, and finals step out to slay the confused and 
burning foes. 

Y Plan 03: Or, you can Boost in your vehicle, charge at 
the LTU, and crash into it. Be sure gou hit the LTU and 
shunt it ouerthe edge of the road and onto the beach, then 
mop up the suruiuors. This is messy, but spectacular! 

Plan 01.2: UJhen you J ue finished remouing the KPA forces 
from this area, head along the road to the cent corner © 
while listening for an update from Prophet and plan to 
tackle eitherthe forest recon foes or a roadblock. 

Y Plan 04.1: 0 Beach Drive: Another idea is to driue 
down the initial opening by the LTU J s starting 
position © and onto the beach. Slow down to avoid tipping 
overgourvehicle and drive along the beach adjacent to the 
road. 


Y Plan 04.2: 

Ignore the 
enemy LTU, or get 
out scale the 
rocks to the road, 
and begin taking it 
down from the foot 
trail. Drive to this 
trail area and slay 
the two guards 
sitting on the beach before attacking the LTU. You can then 
continue along the beach in the LTU, or move along the road 
on foot. 

Plan 04.3: At the right turn ©, you can carefully 
drive through the shallow water and turn to strafe a 
three-man boat team heading gour wag. Cut through theme 
and guicklg move to the moored Small Patrol Boat. You can 
now attack the village bg sea! 
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Vehicle 


02B. patrolling the Road or Beach (on toot] 



It is far better to use the LTU and disembark from it 
a few times to tackle foes than to maneuuer up the 
beach or road by foot. 


Y Plan 01: By 
Boad: Your 
task is to reach 
the area around 
UJagpoint ©. You 
can follow the 
road itself, but this 
is essentiallg a 
laborious process: 
Hide behind 

cover, tackle the stopping LTU, move to the restaurant sign, 
engage the two beach foes ©, then head to the woodland 
on gour right © to engage the sniper. 






Plan 
02: A 

preferred 
plan is 
to move 
up the 
rockg hill to 
the south of the 
parked LTU © and halt at the top. UJatch as the enemy LTU 
drives along the road below gou [gou can view it all the 
way from the bend in the road near UJaypoint ©]. Then 
snipe the gas can with a Heflen-Sight shot, or lob Grenades, 
and dispatch the vehicle from this height advantage. Or, 
snipe the foes inside and claim the vehicle for gourself. 

Then skid down the rock wall and stag in the undergrowth 
to the right while following the road to the south. Step into 
cover and Speed Sprint along the stony scrub. Halt at the 
bendj there J s a gap ©, so gou can spot the two beach 
foes, then drop down to the restaurant sign and kill them 
from here. 


Y Plan 03: 

By Beach: 

You can ignore 
the LTU and head 
along the beach, 
moving to the 
location of the 
two beach guards 
and slaging them, 
then using Speed 
to romp around the dotted rocks and engage a three-man 
boat team near UJagpoint © [moving from UJagpoint © to 
©]. You can use Cloak and cover, as object-hurling is much 
more dangerous. 

From here, gou can either steal the Small Patrol Boat 
moored on the small wooden jettg, or move up a ramped 
trail to the road © near a path up to a radar station [to the 
southwest] and a KPA roadblock [to the southeast]. 

Y Plan 04: Beware of a Small Patrol Boat offshore 

during ang beach activities gou undertake; theg can 
strafe gou easilg, so use cover and well-aimed shots to 
take them down, or else retreat to the road. If gou manage 
to blast the gunner and pilot, swim to the Small Patrol Boat, 
or use the moored one at the jettg. 


faring this GHploration, you may spot three KPA u 
Helicopters shimming the water to the south. Do 
not engage them! Vou don't have the firepower to 
stop them: It takes at least 400 bullets to blow one 
up. and that's without having to dodge the Rochets 
these birds fire at gou and the foes swarming gour 


l^loc 


location! 
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Objective 02. Find the Hostage in the Village: Part 02 — KPA 
Takedowns 


'"Han River Massacre ' Hyong? 
Why would he be here?" 

— Psycho 


checking the sniper J s position with your 
Binoculars. Then Cloak and aduance until you 
haue a clear shot. Take it with a silenced 
rifle burst. 

Inspect the body, but only after checking 
to see whether your antics haue startled any 
nearby foes. When the coast is clear, grab 
the DSG 1 Sniper Rifle. 



POINTER 


The following hostiles are on patrol in this area, a 
and the tactics we provide showcase the different 
methods of locating and eradicating them: 

■ The sniper 

• Two four-man KPA recon teams (one in the jungle 
and one on the beach]. 

• Three-man KPA boat team. 

■ Eight-man KPA roadblock squad. 

These are the only foes, aside from those at the 
radar station (Objective 03), you encounter before 
you reach the village. 



RDUISORV 




P OF»~rir r M=ii_ 


9 

Armor 


»> t 4 

Speed Strength Cloak 




Object 


02C. The sniper 
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Plan 01: Begin 
at Waypoint 
©, after clearing 
the beach of the 
two sitting foes 
and the LTU. Jump 
up to the right, and 
moue along the 
tree-couered bank. 


{©) 


DSGl Sniper Rifle Obtained! 
Assault Scope Obtained! 



RDUISORV 
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2 


The Sniper Rifle is an obvious asset, but the Assault 
Scope makes it deadly. Remember to equip it on your 
Sniper Rifle, and your SCAR, too! 


J 


Y Plan 02: Another way to defeat the sniper is to driue 
along the road below him and shoot him off his feet 
with the LTU J s turret, although he can easily escape if you 
miss. 


j 


»> 

Speed 


To reach the village, the optimal path is to engage 
the four-man KPA recon team, then move to secure 
Objective 03. Then head down to the village, ignoring 
the roadblock, and infiltrate the village via waterfall 
to the south. 


PfiTH 


# 4 is £ t — — 

Strength Cloak Object Gun Add-On Grenades Explosives Vehicle 

oan. Tfie Recon Teams and noat Team: General 
Takedown Tactics 

The boat team is in one of these three locations: 

01. mouing along the beach from Waypoint Cl to ©. 

02. mouing up from the beach and onto the road from 
Waypoint © to ©. 

03. Standing around the corner from Waypoint ©, on the 
road. 

Two recon teams are in two of these general locations: 

01. mouing slowly along a trail aboue the road at 
Waypoint © from Waypoint © to ©. 

02. mouing slowly down a winding jeep trail north 
of the radar station [Objectiue 03] from Waypoint 
© to ©. 

03. mouing slowly along a winding foot trail south of the 
radar station from Waypoint © to ®. 
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POINTER] 

Tactics for tackling this boat team on the beach 
haue been detailed preuiously. Enecute this plan 
if you wish to auoid the radar station or roadblock 
and want to head to the uillage by sea. All other 
takedowns feature the same yeneral strategy, and 
are desiyned to be used no matter where you are 
located. J 

Plan 01: Cloak 
^P and Destroy: 

Use Cloaking to 
dart from one 
hiding spot where 
gou mag haue 
been spotted, 
to another that 
the foes hauen J t 
seen. Then strike 
them from the new position, using short, controlled bursts 
of rifle fire. Remember to back up so gou aren J t swamped. 
Don J t run forward into the group, or gou J ll be outflanked and 
defeated. 


BEEEEffilSSGljDBI , 
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[( 7)1 POINTER U 

Vou can also try Strenyth Punches and leapiny in, 
but the yround and topoyraphy make this difficult 
as does the lack of objects for you to hurl at these 


foes. 


| foe 


V 

Plan 03: 

Grenades 
and 
Gore: A 

final plan 
inuolues a 
distinct lack 
of subtletg, and a 
whole lot of close combat: rush in and circle-strafe around 
gourfoes, lobbing a Grenade to the rear of the group so 
they come forward into your gunfire. Cut them down with 
Rifle shots, either using Armor or Speed to dodge theirfire. 
Continue this tactic, or min up any of the three plans, for 
best results. 


02E. The Boat Team: General locations 
for combat to Begin 

JL Plan 01: From 
^P the Sniper's 
Spot: Attacking 
Location 01: If you 

took down the 
sniper, use this 
uantage point 
aboue the road to 
locate the boat 
team. They may be 
aduancing along the beach [© to ©]. Vou can easily drop 
down to the road and go across to the gap in the concrete 
fence and tag them from there, or lob Grenades down on 
them. 


JL Plan 02: From 
^p the Sniping 
Spot: Attacking 
Locations 02 
and 03: If gou 
took down the 
sniper, use this 
uantage point 
and look using 
your Binoculars 
for signs that the three-man team is coming up from the 
beach onto the road [Location 02], or is already on the road 
[Location 03j [© to ©]. Then tag the foes as they try to 
maneuuer through the trees to your location. Uenture down 
the trail fl if the foes are farther away, or shoot one from 
range to attract them toward you. 


’M[ flDUISORV s 


Euen though the foliage is dense in this area and 
the yround is steep J slow and steady progress is 
best. Keep constantly flicking your Binoculars on to 
check you aren J t being outflanked. 

Also use the Assault Scope on your regular rifle, 
along with Strenyth to steady your aim. Switch to 
Armor if the enemies yet too close. 

JL Plan 02: Single-Bullet Time: The other main plan, 

^P especially if you haue a uantage ouerthe foes along 
a trail, is to use the Sniper Rifle and Assault Scope. This is 
effectiue at middle to long range only. Line up the foes as 
they dart from couerto couer, and bring them down with a 
single shot. 


RDUISORV 


With this tactic too, flick the Binoculars on to see 
where the others are mouing to, and continue the 
combat. Vou should be more aware of enemies 
closing in on your location using the Sniper Bifle, 
as it isn J t aduisable to use it at close quarters. 

Also be sure you use your Assault Scope to 
look through foliage. Bullets easily pass through 
bushes, so be sure to tag foes you can J t euen see; 
it's easier than aduancing! 

Finally, make sure you Crouch or Crawl so foes 
find it difficult to strike you back, and use Strenyth 
to steady your aim. 
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You J ll reach a 
junction 
#. The path to 
the northwest 
leads to the 
sniper promontory 
and patrol route 
© to ©. Chech 
the thick under- 
growth with your 
Binoculars for signs of life, then engage. If no foes are to 
be found here, continue up the jeep trail and engage them 
somewhere along route © to ©. Unfortunatelg, you don J t 
haue the aduantage of height. 

JL Plan 03: 

From the 
Rocks South of 
the Winding Trail: 

You can follow 
the jeep trail or 
peel off at the 
first bend, using 
Strength Jumps to 
ascend the rocks, 
traueling past a rusting washing machine to a trail © that 
leads up to the white shack on the outskirts of the radar 
station. You J ll receiue Objectiue 03 during this time. 

From here, you can Cloak and head around the right side 
of the shack, join the top of the jeep trail, and engage 
the recon team from aboue [somewhere along route © 
to ©], using the height aduantage orthe rocky outcrop 
ouerlooking the jeep trail. 


JL Plan 04: 

Along the 
Trail South of the 
Radar Station: 

When you moue 
up the jeep trail 
and take the rocky 
left side © up to 
the trail, turn left 
and head down 
it, or the maneuuer among the rocks and undergrowth to 
the left or right. Pass the trail on your left, which heads 
down to the roadblock ©, and scout this trail for foes if 
you wish. 


JL Plan 05: 

From Aboue 
the Trail South of 
the Radar Station: 

This occurs once 
you J ue secured 
the information 
from the radar 
station [Objectiue 
03]. Check your 
Binoculars and ready yourself for combat with a second 
Recon team, moue to the edge of the hill that the radar 
station houses stand on © and scan the trail below for 
foes. 
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02f. me Recon Teams: General locations tor 
comDat to Benin 

JL Plan 01: From 
the Sniper's 
Spot: Complete 
Optimal Path 02C 

first, then look 
to the trail to the 
south, which 
winds up from 
the trail entrance 
at If}. This area 
is an euentual patrol path for one recon team [© to ©]. 

If the sniper made a sound, the recon team attacks, but 
it J s betterto keep them at bay with the Sniper Rifle and 
Cloaking. Use the Assault Scope and SCAR Rifle fire if the 
foes are heading your way. 

Y Plan 02: 
From the 
Winding Trail: 

Locate the trail 
on the right 
side of the road, 
just before the 
roadblock. To 
your left is a 
slope down to 

the beach and jetty where the Small Patrol Boat is moored, 
and possible boat team actiuity. The LTU [plus three foes 
to tackle] is located here if you didn't destroy it earlier, 
moue up the jeep trail to the right fl as it winds west and 
southwest, thus auoiding the roadblock. 


Plan 03: On 
the Road: 

The first 
plan is easily 
performed as you 
round the corner 
© in your LTU. 

The boat team is 
sometimes on the right side of the road at the foot of the 
steep jungle trails area ©. Bring the LTU turret and cut them 
all down. 

Y Plan 04: On 
the Road, 

Behind the LTU: Or, 
you can disembark 
from the LTU and 
use it as couer. 

This is aduisable 
if any of the boat 
team haue fled 
into the thick 
forest couer to your right E. 

Y Plan 05: From the Ouerlook Ledge: There's an ouerlook 
ledge © aboue the road that giues you an encellent 
uiew of the beach patrol, the jeep trail, and the roadblock. 
As long as you aren't attacked from behind, you can launch 
long-range shots from here while Crawling without much 
retaliation. 









Plan 04: 

A final 
plan 
is to 
ascend 
the jeep 
trail, the 
trail behind the 




roadblock or the rocks to the left of the jeep trail, and 
then work your way along the beach-side cliff top. Drop 
down onto a large grassy promontory and work your way 
to the rocky edge aboue the roadblock ©. Optionally drop 
a Grenade into the hole of the transport truck, euploding it, 
then blast away at the foes or drop down and engage them. 

Y Plan 05: Finally, another plan to try is to simply keep 
driuing your LTU, using the turret to cut down the 
machine gun emplacement guards. Then stop at the sand 
crates and finish the remaining foes on foot. 

No matter what combat plan you enact, moue to the 
metal weapon crates opposite the truck behind the 
roadblock sand crates, and uncouer a wealth of Grenades, 
ammunition, and a new weapon: the missile Launcher! 

New Weapon: missile Launcher Acquired! 


[(^ POINTER M 


The missile Launcher is an "enplosiue" device; U 
if the enplosiue icon is flagged in tactics to 
come, the missile launcher is usuallg the 
weapon to use. 


ei ii m JM'IJInMihliiliLlijiliiM ' 
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roadblock is 
another optional 
engagement that 
can be attempted 
from a uariety of 
directions. The 
first is from the 
road. From the corner near the ramped trail down to the 
beach ©, use the rocks on the right as couer ©. Bring 
out the Sniper Rifle and down as many foes from this 
location as you can. Then aduance using Cloak and finish 
off the rest. 

Y Plan 02: Approach from Behind: Dr, you can moue 
down the trail to the left of the barrel and tree 
and skirt around the beach, then Strength Jump up the 
rocks on the other side, landing on the road near a trail 
entrance ©. 

JL This approach can also be made by maneuuering up 
the jeep or sniper trail area, passing the white shack 
nearthe radar station, heading down the trail that runs 
south of the radar station, and taking the path left to the 
road below. Of course, you can use the undergrowth and 
Strength Jumping to maneuuer here instead of following the 
trails, too. 


Now Cloak and 
creep up beside 
a newly spotted 
uehicle: a Troop 
Transport Truck. 

You can Crawl and 
shoot the feet of 
the foes on the 
other side of the 
truck, then use 
it as couer and peer out to the right to blast the remaining 
foes as you make your way into the roadblock area, 
cleansing the roadblock of foes. 


New Transport: Troop Transport Truck Acquired! 


^[POIRTER 


Vou are close to a KPA radar station. Engage it 
(Objective 03), or continue to the village 
[^(objective 04). 


o?G. The Roadblock: Enemy Engagement Plans 


Plan 01: 
Full Frontal 


Assault: The 




JL Plan 03: Another 
tactic is to 
approach head-on, 
but lob Smoke 
Grenades at the 
two machine gun 
emplacements, 
blinding the foes so 
they can J t aim at you, then dropping them 
with quick, well-aimed bursts of rifle fire. 




Objective 03. Find an Access Point for the NK Tactical Network 



There are sin foes to defeat. Tvuo guards stand 
near the radar trailer. Three heauily armored 
forces are behind the trailer near the hut. One 
is at the south end of the fence, patrolling the 
area. 
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03A. securing the Data unth stealth 





This objective is optional. If completed, it allows U 
you to pinpoint the location of the uillage hostage. 

It can be attempted before or after the roadblock 
is secured. Apply these tactics after any KPA recon 
are defeated [see Paths 02D and 02E]. 


"Find a terminal and access 
their tactical networh!" 

— Prophet 


Y Plan 02: If your trigger finger is itchg, 
you can always take couer behind 
the radar shack, lob a Grenade at the congre- 
gation of foes looking for you, and blast the 
rest from this couer before continuing. 


Plan 03: 

Vo u can 

alter your path, 
too: Instead of 
heading in from 
the white shack, 
moue southward, 

following the trail downhill and then around to the 
west. There may be a KPA re con squad here. Now turn 
north just before the trail meets up with the jeep road 
© Speed Sprint up here, switching to Cloak when you 
spot the top of the radar shack roof ©. Then employ 
stealth, as described in Plan 01. 

Once the area is secure, locate the computer and 
download the auailable data. This brings up the enact 
location of the hostage. She J s being held in a school in 
the uillage at the base of the ualleg. 

Now check the table to your right. The table holds 
FV7 1 s and Rifle ammo. 

Be sure you step out the back of the shack and locate 
a weapons haul! There J s a DSG1 Sniper Rifle, a missile 
Launches and more Rifle ammunition! 



squads ; 





A Plan 01: Super 
^P Stealth: Secure 
the area below the 
radar station, moue 
to the white shack 
north of the station 
shack ©. Look to the 
south and the low 
metal fence by the two 
parked uehicles. Cloak 
and head to the thicket 
left of here ©j ‘ 
make a Cloaked 
maneuuer along the 
eastern edge of the hill 
plateau. Look right and 


^slVou acquired DSG1 Sniper Rifle! 
^mVou acquired missile Launcher! 


you J ll see the top of a radar trailer. Optionally de-Cloak, 
and attract the enemies- 1 attention [but don J t engage] 
before continuing around the edge of the plateau to the 
grounds at the back of the radar shack ©. From here, 
re-energize. 

Cloak again, and 
moue into the back 
entrance of the radar 
shack, taking care not 
to reload or make a 
sound. The enemies 
are usually around this 
building and near the 
radar trailer. Locate the crate on the desk — there J s a 
PC inside it — and download the intel while Cloaked. 
Prophet lets you know he J s receiued it. Es-sit the way 
you came without firing a shot! 



W 
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ADM 

Be certain you grab all of this ammunition, as you'U~^| 
need it [and more besides!) for the village infiltration 


to come! 


J 


03B. securing the Data with assault tactics 


(ffijDUISORV ' 


Be sure you J ue tahen care of the rouiny KPA patrols 
before assaulting this radar station or gou may 
haue siu or more additional troops appearing, 
usually along the western or southern slopes. 


JL Another 
cool way 
to decimate the 
enemies in this 
area is to Strength 
Jump onto the 
roof of the white 
shack. Drop to a 
Crawl, and bring 
out your Sniper 
Rifle or Assault Rifle. Hook the Assault Scope and use the 
pitch of the roof as couer. Begin to quickly tag each enemy 
as you see him. Check your Binocular then drop down, 
Speed Sprint to the trailer, and finish off any stragglers. 
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03C. coming out of left field 


Y Plan 01: If gunfire isn J t yourfauored option, unfortu- 
nately there J s little in the way of debris to pick up 
and use. There J s a barrel at the foot of the southwest trail 
near the jeep road ©. Use this, or better yet, the rusting 
washing machine in a rocky dell Cl , Prep a Strength Throw 
[hold (fJ while charging the KPA. The object absorbs some 
of the gunfire. Then Throw it into two foes and begin a 
firefight. 

JL Plan 02: If you still haue access to an LTU, or you J ue 
driuen the Transport Truck along the road and up the 
jeep trail [either entrance], you can maneuuer up to the 
radar station while gunning down foes using the uehicles J 
turrets. 


Y Plan 03: 

Also 

remember that 
the roof of the 
radar shack can 
be leaped on and 
used as couer, 
or struck with 
a melee Attack, 
dropping you 

down onto the laptop table itself. This is useful if you need 
to use the roof as a shield while re-energizing. 


ADUISORV 


With any of these techniques, make sure you take 
down foes in the scrub to the west of the radar 
shack, as they sometimes leap the fence and hide 
there, as well as inside the shack itself. 


Y Naturally, 
you can 
take a more 
direct approach 
by running up to 
the fence behind 
the two parked 
uehicles © 
hopping ouer, and 
using the Pickup 


Truck as couer. Drop the foes standing nearthe radartrailer 
and then aduance. 


ADUISORV 


Vou can also get in the Pickup Truck and drive, u 
skiddiny and parkiny near the trailer and usiny the 
truck as couer. Crawl to shoot the feet of enemies 
from underneath the Pickup! 


j 


Vou can either head up the road ©, constantly 
blasting and then circling the shack, or head to 
the right around the radartrailer. This is a tight 
squeeze, so watch for Shotgun-equipped foes! Dr, 
you can Cloak and moue along the western fence 
© while Crouching. Pop up to tag foes through 
the window or near the fence. 

Vou can also approach the hut from the west 
* or south, heading in a southeasterly direction up 
a rough trail from the jeep road ©. This brings you up to 
the metal fence. Cloak or Speed and use Strength to attack 
from here. 


ADUISORV 
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Vou can also Crouch on one side of the radar trailer 
and shoot the feet out from under foes on the other 


side. 


sid 




Objective 04. Find the Hostage in the School Building 


"This is Psycho. I'm moving into the village now. I'll provide support!" 

— Psycho 




POINTER 


U 


If you failed or ignored Objectiue 03, this is the continuation of Objectiue 02. 
This part of the Walkthrough is detailed a little differently. It showcases the 
following: 

Part 01: The different routes to reach the uillage perimeter. 

Part 02: The main areas from which you can infiltrate the uillage. 

Part 03: Once inside the uillage, combat tactics in the uarious uillage locations. 
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I^The preferred method of entering^ 
the school building depends 
entirely on your mode of play, 
but you should locate the 
hostage only after you defeat 
almost all of the KPA foes. 

There are around 50 KPA enemies 
scattered throughout the uillage 
and inside buildings. 

Tactically, the most proficient 
path is to enter the uillage uia the 
western rock wall. 

Then engage in combat at the 
gas station. 

Nent, nioue toward the school, 
and secure the euterior area. 

Then nioue on to the Uillage Hall, 
clearing it both inside and out. 

Now deal with the eastern 
shacks near the beach. 

Only then should you enter the 
school building, finish off the 
remaining few foes, and rescue the 
hostage. 


Part 01: Uillage Perimeter Routes 
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040. Heading Down from the Radar station 


Collect your ammunition and new weapons. 
Remember to fit your Rifle and Sniper Rifle with an 
Assault Scope. 

U 


patrol may need to be tackled here. On the way, hop on a 
rock and use the Assault Scope to check the uillaye J s outer 
defenses below. 

moue south a few feet, ouer the trail, and to the edye of a 
cliff [© — or rocks to the right just off the bend in the jeep 
road] ouerlookiny the tarmac road and bridye. You can check 
the uillaye J s main defenses: a pair of sentry nests behind 
which is a yas station. Although you can fire from this 
entreme ranye, it is uery difficult to take down a foe with 
only an Assault Scope. Instead, use this plan to reconnoiter 
the uillage outskirts. 

From here, you can drop down off the cliff to approach 
from the road [Optional Path 04B], or moue to the riyht to the 
jeep trail, mouing left alony the foot trail takes you back to 
the white shack near the radar station and the roadblockj 
only yo there if you need to. 
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JL Plan 01: Ouer 
the Rocks: 

make your way 
down the grassy 
slope due south 
© heading for the 
trail and junction 
with the jeep road. 
Carefully check the 
trail as a KPA recon 


Y Plan 02: 
Down the 

Jeep Road: You can 
either Speed Sprint 
or driue down the 
jeep road, passing 
a trail junction to 
your left and right 
as you go © , then 
maneuuering all 








JL but when you 
^P reach the 
junction where the 
trail crosses ©, 
peel off to the right. 

Follow the forest 
trail, occasionally 
checking for foes 
using your Binoculars. You euentually reach the riuer 
© where you can either head to the road, or cross 
nearthe waterfall. You J re completely in couer using 
this route and can J t be seen. 


the wag down to the road [Path 04B). Or, gou can climb out of 
your uehicle and moue down the dry stream bed © to the 
road and check the sentry nests from the road area here. 

Plan 03: moue down the rocks or the jeep road as normal. 
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04C. Approaching from the Beach 

Plan 01: 

If you J re 

coming in from the 
beach, trudging 
through the 
shallow waters, 
use Speed and 
Strength to 
nauigate ang 
boulders, until 
gou reach the group of dotted rocks at the mouth of the 
riuer ®. From here, gou can maneuuer south across 
the water to the rockg island, or southwest toward the 
minefield and riuerside shacks [both are couered in Path 
04G]. Use Speed and Cloaking to auoid detection, and the 
Assault Scope to check the perimeter forfoes. 

Y Plan 02: You can actuallg driue the LTU or Transport 
Truck down the grassy bank from the restaurant 
sign © and across the shallow rock-filled water, strafing 
the two enemies with gourturret. Howeuer, gou J re mouing 
slowly and can get stuck numerous times. 


>» 
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Strength 
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04B. Approaching from the Road 


04D. Approaching from the ocean 


Y Plan 01: 

Take the 


Small Patrol Boat 
from the small 
jettg and pilot 
it southward. 

Quicklg check to 
gour right for a 
spectacular uiew 
of the islands, 
then look southward again and pick a landing spot. Your 
first option is to negotiate the rocks at the riuer mouth Dl 
and land bg the riuer shacks [Path 04G]. 

Y Plan 02: You could also get out on the left or right 
side of the bridge # and engage the sentries, 
although this is more dangerous [Path 04F]. 

JL Plan 03: Or, pilot the boat up the riuer, all the way 
to UJaypoint 03 , and get out bg the waterfall 
[Path 04E] . 

Y Plan 04: Or, gou can land on the rockg island © and 
use the couer there [Path 04G]. 


i£a 


m 


* 




m 


JL Plan 01: 

^P Whether 
gou J re on foot 
or in a uehicle, 
continue from 
the roadblock 
©, traueling past 
the start of the hill 
trail to the white 
shack and around 
the radar station. Look on the beach side. At the restaurant 
sign ©is a gap in the road. You can maneuuer through here 
andhead to ward the riuer mouth [Optional Path 04G] and 
rocky island here. 

JL plan 02: Or, 

^P you can 
continue along the 
road to the bridge, 
or angwhere 
before it, and cut 
across the riuer 
to the shacks on 
the opposite side 
[Path 04G]. Or, gou 
can maneuuer to the near side of the bridge and start a 
full-on assault [Optional Path 04F]. Or, gou can head west 
toward the waterfall and make a stealthg entrance uia the 
waterfall [Optional Path 04E]. 


At any time J you can briny out a scoped weapon u 
and view the outskirts of the village. The only foes 
(aside from those at the sentry nests) are standing 
near the rocky island. There are two, and they're 
easily downed with ranged shots. 
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POIRIER 


Any of these locations can also be reached | 

by swimming to them although it takes a lot 
longer and you're more prone to enemy gunfire. 
Remember, you can also use your boat as a shield 
to hide from enemy fire after you disembark. 




JL Plan 01: moue to the 
waterfall area on the 
western perimeter, near 
the bridge ©. Cross the 
riuer at this point moue to 
a clump of rocks ©, and 
look across at the sentry 
nest © that J s farthest from the bridge. Bring out the 
DSG 1 and snipe the gunner. Then repeat this until three 
or four more foes who run to man the machine gun are 
killed. If you want silence, use your silenced Assault 
Rifle with the Assault Scope. 


Now make a cunning moue across the minefield: 
Speed Sprint ouerthe dangerous ground, heading to 
the sentry nest ©. You J ll moue faster than the ground 
under you euplodes. As you reach the sentry nest 
Strength Jump ouer or into it and stop here if you need 
it as couer. Then begin tactical takedowns in the area 
of the gas station [Path 041]. 


Y Plan 02: 

Instead of 

mouing to the clump 
of rocks where you 
can hide and shoot 
at the sentry nest 
ignore this area and 
concentrate on Speed 
Sprinting along the rock perimeter sides, then Strength 
Jumping the barbed wire into the corner of the uillage. 
Use the sand crates © as couer if you need to. 


7 


POIRIER 


Y Plan 05: Another plan is to ram your Small 

Patrol Boat into the shack on the southwest 
side of the island © near the eastern entrance 
point. 

Y Plan 06: Or, you can moor the Small Patrol Boat 
anywhere along the eastern beach, or euen diue 
out and attempt a Oolphin Jump [Speed, then a Strength Jump 
as you leap out of the water] to land on the rocky outcrop (§) 
at the far south end of the beach. From here, clamber onto the 
grassy plateau ouerlooking the uillage [Path 04H]. 


Part 02: Uillage Infiltration Points 


This village has about 50 KPA soldiers carrying Rifles 
or Shotguns. Vou're likely to be facing between 
one and eight at a time, often from multiple angles. 
The information in Parts 02 and 03 offers general 
strategies on dealing with these enemies based on 
the available terrain. Vour assault tactics may need 
|^to change as you go. 


The entire perimeter of the village, except for the U 
bridge and the north and west areas you can J t reach 
(except by ocean: Path 04D. Plan 06) is surrounded by 
mines. These blow you into tiny chunks if you walk 
ouer them, so keep away, or use one of the following 
[^techniques in the Aduisory. J 
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04E. Along the western waterfall wall 


Grenades Explosives 


04F. ouerthe 






A direct attack ouer the bridge is possibly the most^| 
dangerous method of entering the uillage! Howeuer, 
Plan 01 is still more than feasible and results in the 
[^least damage taken. 


j 
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01. Throw a Grenade or launch an explosive (such 
as a missile) into the ground where the mines are. 
The surrounding area explodes, allowing you to run 
through. Note that the minefields to either side are 
unaffected. 

02. Speed Sprint, then Strength Jump, to pass through 
a minefield faster than the mines can detonate, 
using the Strength Jump to leap over the machine 
gun nest or barbed wire, and into the village 
compound. 

03. Throw an object into the minefield, such as a 
barrel or a grabbed enemy. 

04. Punch a heavy object, such as a canoe boat or 
boat trailer into the minefield. 
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4 Plan 01: 

Smoke Trails: 

Arm yourself 
with Grenades — 
either the Smoke 
Grenades you 
yrabbed at the 
roadblock orthe 
school, orthe 
Flashbangs from 
the school or gas station store [use [h) to cycle through your 
Grenades]. From the near side of the bridge #, Speed Sprint 
forward as gou throw three Grenades. Aim one at the left sentrg 
nest one at the right nest and one in the middle. 

Speed Sprint forward along the road so you auoid the mines 
[or Speed Sprint ouerthe mines, then Strength Jump into the 
right-side nest], and enter either nest from the front ©. Shoot 
ang foes at the nest and in the general area. You can now 
begin combat in the gas station area [Optional Path 041]. 


Y Plan 02: There J s always the good old-fashioned 
charge across the bridge with your Assault Rifle 
blazing! To auoid being cut down, lob three Frag Grenades: 
one in each nest and another at the road entrance. This 
throws foes into confusion allowing you to head into 
the uillage and moue anywhere you wish. Watch forfoes 
recouering from under the destroyed nests and shacks, 
though! 

1 Plan 03: 
Sneaky 

Crawling: Another 
encellent method 
for entering the 
uillage without 
being gunned 
down at the 
bridge is to cross 
at the riuer under 
the bridge itself ideally on the left side, moue unseen up 
to the rock on the left side of the bridge # and begin to 
Crawl [[z]]- 


You can crawl 
past the rr Danger! 
mines! JJ sign, 
staying nearthe 
road, all the way 
to the two metal 
cross barricades 
© without needing 
to Cloak. Then Cloak 
and stand. Walk to 


the left [or right] sentry nest and defeat the foe inside [melee 
Attack strikes ensure that others don J t hear you]. You can now 
start a fight at the gas station [Path 041], or head northeast to 
the digging equipment [Optional Path 041]. 


Plan 04: 
Sniping Spots: 

Although preuious 
rocky outcrops 
on the hill behind 
you [below the 
radar station] haue 
prouided a good 
oueruiew of the 
uillage entrance, 
mouing to the thickets on either side of the bridge [© or 1> 
allows you to target all foes in and between the nests. 
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dry stream bed 
© to either of 
the shacks on the 
opposite bank. 
Both the riuer 
buildings [© and 
©] haue a similar 
shape and fall apart under heauy fire or nearby Grenades, 
so don J t rely on them for couer. Howeuer, either of them is 
encellent for Strength Jumping onto the roof, dropping to a 
Crawl position to use the roof as couer, and then bringing 
out an Assault Scope-equipped Rifle to tag foes along the 
perimeter. 


As long as you catch the nest gunners before 
they rip you apart with machine gun fire, you can 
down eight orten foes from here before needing 
to cross the bridge and go into the gas station 
area. If you J re constantly being struck by nest 
gunfire, drop to a Crawl, recouer energy, Cloa k, 
and moue to another spot. 


Usi 


Use Strength and Crouch or Crawl to steady your 
aim. 

If you dislike the single-bolt action of the Sniper 
Rifle J use the FY7I or SCAR with the Assault Scope. 
Return to the radar station or moue into the gas 
station if you need ammunition. 

Rernoue the Silencer from your weapon. You want 
more enemies to approach this area so that you 
can slay them from range. 


Y Plan 05: missile Launching: Don J t forget the missile 
Launcher geu picked up [either at the roadblock or 
behind the radar station]. This can be launched at the gas 
station for a spectacular enplosion, while you rush the 
bridge and try to find couer on the other side of the nests. 

Y Plan 06: ITU Charge: Of course, you can dispense 
with the on-foot tactics completely and driue the 
Transport Truck or LTU ouer the bridge, strafing the nests and 
careening into the settlement. From here, gou can continue 
to the school building or step out and engage foes at any 
time. Watch the damage of your uehicle. You don J t want to 
be caught inside when it enplodes. 

Y Plan 07: Washing machine maghem: Remember the 
washing machine on the rockg hill nearthe white 
radar shack? Try carrying it ouerthe bridge in a Speed 
Sprint while holding (T). Double-tap [shift] for Speed, but 
haue Strength as your regular function. Stop Sprinting, and 
Strength Throw the object into the nest. Diue inside and 
finish the foe! You J ll need luck on this one, but the washing 
machine does absorb some machine gun fire. 


1 Plan 01: 

^P moue from 
the road orthe 
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W The 
W building 
^ nearerthe 
bridge is 
the better 
choice as gou 
can snipe the 
main machine 
gun nests and, 
optionallg, lob 

Grenades in that area. But don J t cross the ground directlg, 
as mines are euergwhere. 

Y Plan 02: You could also head inside the buildings 
and use the windows as couer. You J re more likelg 
to haue the building collapse around gou due to enemg fire, 
though. 

Y Plan 03: Or, gou can Crawl up onto the riuer bank, 
using Speed and Cloak to cross the riuer unseen 
and drop to a sniping point to peer ouer the bank. Check foe 
locations with gour Binoculars and begin to snipe, using 
palm trees and rocks as partial couer. 

Y Plan 04: Another crazg plan that gields spectacular 
results is to moue toward the wrecked car © or 
upturned boat and Strength Punch them into the minefield. 
Then follow the path as the object triggers the mines until 
gou euentuallg reach the perimeter. This is uerg dangerous, 
though as mang nearbg mines are still primed. 

Y Plan 05: You can use an LTU gou found earlier and 
driue ouerthe riuer [it is shallow enough] before 
maneuuering along the eastern side of the riuer © toward 
the sentrg nests bg the ocean [Optional Path 04H]. 
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JL Plan 03: 

The barbed 
wire and mud 
that J s been dug 
to create a rough 
perimeter wall can 
easilg be taken 
out with gour 
missile Launcher 
or Frag Grenades. 
Howeuer, be sure gou Speed Sprint and Strength Jump 
ouerthe wall breach gou J ue made, as the mines are still a 
danger. 

Y Plan 04: The rockg island H2 is a good place to reach 
from the other side of the riuer, but the palm trees 
between the island and the uillage gun emplacements 
sometimes partiallg hide enemies who can strike gou 
from there. Either cut the trees down or maneuuer to see 
gourfoes. Then begin a sniping takedown, with optional 
Grenade-throwing at the nests, and the Special Forces foe 
in the shack area. 



JL Plan 05: 

If gou J re 
approaching bg 
boat, gou can run 
it aground at the 
shack where a 
Special Forces foe 
is stationed H3 , 
and use the boat 
as couer before 


taking him down. A few wags to do this include stepping 
around the corner and shooting, blasting through windows, 
or taking nearbg items to slam into him [such as the motor 
boat engine that J s leaning up against the wall facing 
the beach]. Strength Punching the roof down onto him, or 
grabbing him to use as a meat shield and tossing him into a 
nest or the minefield. 



JL Plan 01: Take 
^P down the 
two Scouts bg 
the rockg island 
as a matter of 
urgencg. Theg are 
easilg tagged from 
the road using 
a Sniper Bifle, 
ranged Assault 
Bifle, or the LTU J s turret gun. 



Plan 06: If 

gou land gour 
craft or maneuuer 
to the side 
entrance H4 where 
the two sentrg 
nests are located, 
gou can emplog 
a direct attack. 

Use one of the 

mang technigues detailed at Path 04F, at the main uillage 
entrance. Plans include: 


Throw one 
foe across 


Y Plan 02: Gr, 

gou can 
rush the enemg 
from farther along 
the beach [in 
either direction], 
and dispatch them 
at close guarters. 
Or, better get, 
grab and Strength 
into the minefield! Then snipe the Special Forces 
from gou near the shack H3 . 



Lobbing Smoke Grenades and Speed Sprinting in, blasting 
the entrance area and nests. 

Lobbing Frag Grenades orfiring Grenades from gour Rifle- 
equipped launcher, then charging. 

mooring the boat farther down past the sentrg nests and 
sniping from a Crawl position. 

Cloaking, then mouing up the sand between the minefield 
and through the entrance. 

Going crazg and leueling the nests with missile Launcher 
fire. 

Or, picking up a heaug object that helps absorb enemg fire 
and Speed Sprinting at the defenses while carrging it, 
then lobbing the object at a foe. 


68 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 












Plan 07: 

This is 

another encellent 
maneuver, as 
it allows you 
to reach the 
relatiuely lightly 
guarded south end 
of the uillage. Pilot 
your boat past the 
defenses entirely, then swing around and moor at the rock 
wall H5 and disembark. 


From here, you can try a Dolphin Jump [Speed 
and then a Strength Jump out of the water] onto 
the corner rocks, and up to a flat grassg plateau 
HG . Or Speed Sprint and Strength Jump ouer the 
barbed wire [or detonate the mines with a thrown 
Frag Grenade]. Head ouerthe breach and begin a 
uillage assault [Path 041] or a sniping camp on the 
plateau [ H5 , as shown]. 
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041. The eas station and main sentry nests 


approaching front the noch mall to the uiest 




Plan 01: Sand 
Crate Cover: 

Whether you J ve 
been stealthg or 
not, the initial 
grounds haue 
good couer if gou 
hide behind either 
of the twin sand 
crates ®- Keep 
in mind, however, the sentrg roof can be blown off, which 
impedes gour movement. Stay by the twin sand crates nent 
to the sentry nest and start a firefight from here. Tackle 
five or sin foes at the main sentrg point © 


You can shoot through the gaps between the two 
sand crates, which prouides total couer but a 
limited field of uiew. 


Part 03: Uillage Combat Hotapota 






POIRfl 

This part of the walkthrough details the following, ^rT^ 
each particular area of the uillage: 

01. The best tactics when approaching from each 
general direction [including places to hide and fire 
from). 

02. The buildings [or roofs) that can be destroged, and 
the objects that are lethal when Strength Thrown. 

03. The enit routes to take after the immediate area is 
secure. 

Please note that these tactics assume gou J ue 
alreadg tackled all the foes en route to the points 
^detailed. 


WARNING 


I^Although gou mag spot helicopters lifting off from 
the middle of the uillage, it is wise to let them fig 
off. You don J t want to deal with these choppers firing 
Rockets at gou while gou trg to staue off foot soldier 
[^attacks, too. J 
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Bg far the most proficient wag to tackle this uillage 
is bg using an Assault Rifle with an Assault Scope. 
Use this tactic unless otherwise stated. 

Other options include picking up and using the 
Shotgun [this is wise to swap with gour Sniper Rifle, 
as the Rifle isn J t perfect for in-town takedowns). 

You can also fire missiles at groups of foes ouer a 
long range. 

Rushing foes and using Strength Attacks usuallg 
gets gou killed because gou J re being attacked bg 
multiple foes. Saue this for ambush attacks through 
breakable roofs, or when mopping up stragglers. 


lire 
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From these crates, try some of the following: 

Lob Grenades at the sentry nests at the main 
entrance, and use your Assault Scope to pick off foes 
that come to inuestigate. 

Lob Grenades into the adjoining garage shack at the side 
of the gas station or knock through the walls and step 
back [to ©], then use the remains of the building as 
couer and shoot down aduancing foes. 

Or, Cloak and punch out the parts of both sides of the 
garage and use it as couer. The hole helps gou uiew 
enemies from afar [gou can back out and snipe from the 
sand crates, for enample]. 

Aduance in a northeast direction to the wooden crates 
o and use them as couer [these crates do disintegrate 
underfire, but can be picked up as mouable couer]. Then 
moue to the green trash bins and partial concrete wall 
© to continue gour takedowns. 

JL Plan 02: Up 
^.p on the Roof: 

Another great 
place to start gour 
combat in relatiue 
safetg is the larger 
concrete shack © 
that J s north of the 
infiltration point. 
Strength Jump onto 
the roof, and Crawl 
with gour Assault 
Scope attached to 
your fauorite gun 
[sit on the left or 
right edge of the 
roof, as enploding 
Grenades take the 
middle of the roof 
down first). Or, gou 
can use the windows to uiew the back of the garage, and 
the barrel bg the rear window to enter. 

From this rooftop 
[or inside the 
shack], gou can 
trg some of the 
following: 

Lob Grenades 
and destrog the 
garage or the 
shack roof of 
the gas station 
attracting foes with the noise, then sniping them as 
theg appear. 

Use Binoculars to locate incoming foes from the jeep 
track [bg the main sentries], the rear of the garage, or the 
small allotment area to the southeast. Use the roof as 
couer and take down foes as theg try to outflank you. 

Watch the entrance to your right ©. The partiallg open 
door is the place where foes can appear. 

Use Strength Punches to maneuuerthe metal gas can 
sheluing into the open entrances on either side of the 
concrete fences. This blocks the enemies from heading 
through and funnels them through a single point of gour 
choice. 


Stand by the concrete window, blow up the Pickup, and 
wait for foes to arriue. Ur, Strength Punch the Pickup to 
block the rear gas station entrance, block the western 
metal gate, and moue around to engage foes, knowing 
you won J t be outflanked. 

Plan 03: 

Gas Station, 
Rear Entrance: The 

entrance to the 
rear of the gas 
station allows 
you lots of couer 
possibilities 
©: around the 
back of the 

entrances to the gas station shop, around the sides of the 
station, and into the mechanics garage part of the station. 
You can also leap onto the concrete walls and check for 
enemg incursions from the boat gard to the south. 

From the rear of 
the gas station, 
try some of the 
following: 

Face northeast, 
looking into the 
garage shack, 
and blast the 
sign pole so it 
falls onto the 
soldiers below. 

moue northeast between the garage and the metal 
fencing © and blast the gas pump from here. The 
station wall to gour right preuents gou from taking 
damage. 

Use the metal [and indestructible] fencing as couer as you 
face northeast, and bring down a collection of guards in 
the sand crate area of the main road. 

Hart between the back entrance of the shop, the 
mechanic’s area, and the outside rear of the gas station, 
and engage the enemg in ranged combat with gour 
Assault-Scoped Rifle and Grenades. 

With the gas station blown up. Cloak and enter the shop, 
and use it as couer fortackling incoming foes from the 
east. 

Take care of the foes near the sentrg nests to the north, 
then enterthe mechanic’s room, moue to the front 
and use the left corner [if facing east] as couer. From 
here, take down two aduancing sguads and one of the 
machine gun nests on top of the school building through 
the tree branches from entreme range. You can also trg 
this from the rear doorwag. 

Get into the Pickup and driue it around to the road, and 
southward to a different area. 


UIRRUG 

I 

Ensure that you're behind a wall or at range before""^ 
the gas station enplodes. Remember that enemy 
bullets can eHplode the pumps as well as your 
weapons or Grenades. If you're wanting to try 
covered combat, make sure the gas pumps are 
^detonated first. J 
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1 Plan 04: 

Gas Station 
Shacks and Roof: 

Ideally from the 
bach entrance of 
the gas station 
leap atop the 
mechanic’s shach 
roof and drop to 
a Crawl. You can 


then tackle foes in the following locations: 

The machine gun nest atop the school. It is uitalto shoot 
the guard here, or he J ll pepper gou with bullets and 
gou J ll die easilg. 


To the east, enemies come in from the area nearthe 
rusting car [shown]. 


To the south, foes come through the boat gard and small 
cabbage patch. 


On the road to the north, bg the sand crates. 


Uarg gour position 
but alwags 
keep Crawling, 
especially if 
gou J re regaining 
health and energy. 
The concrete 
roof of the gas 
station is the 
other location from 
which gou should get some sniping done. Look at the same 
locations described preuiouslg. Keep using gour Binoculars 
to check on the auailable enemies. You can defeat 
euergone in this immediate area from here. 

Some enemies mag lurk below or behind gou at the back 
of the gas station so drop down on the opposite side and 
hunt them. 
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Armor Speed 


Strength Cloak 


Object 




I The Road 
Warrior: 

Assuming 
gou start from 
Wagpoint © in a 
northerlg directionj 
skulk along the 
left side metal 
fence and check 
the area ahead 


with gour Binoculars, moue while Cloaked to 
auoid being ouerwhelmed. Head to the rr Ralf J s 
Ualues JJ sign and Crouch bg the metal fence 
corner nearthe Pickup Truck ©. Point northwest 
and scan the area. 


B e-Clo a k 
and blast 
foes mouing 
around the 
shacks in front of 
gou bg the rusting 
car. Use Grenades 
to flush them out. 
Then dash across 
to the large metal 


container ® and drop inside after all the foes to your right 
are defeated. 


Instead of Cloaking, or if you J re discouered J moue 
directly to the container using Speed. 


This container is encellent for defeating the majority 
of the remaining foes: Crouch and no one can shoot gou. 
Stand and fire, taking down one foe at a time, then drop 
back down and scan the area with gour Binoculars. You 
can secure most of this area using this plan. Watch forthe 
machine gun nest atop the school building to gour right 
though. 


Do not detonate the gas pumps, as this causes u 
the front of the roof to fall. This ouerhanging area 
(complete with the green metal "Fuel" sign] is 
enceptional for absorbing enemy fire, so you don J t 
want to lose this couer. Shoot through the gaps. 

The enemies [especially in the thickets behind the 
fences nearthe rusting car] are easily dropped. 


All foes to the 
northeast and 
east should be 
defeated in this 
manner. Spin 
around inside the 
container with 
your Binoculars 
to make sure no 
one J s coming 

up behind gou, then jump out and moue to the telephone 
kiosk. Foes may still be in mechanic’s garage, or nearthe 
entrance nests: shoot them from this corner. Remember 
gou can blast the gas cans inside the mechanics garage 
to bring down a couple of foes in there. Then hunt for 
stragglers. 


»> 4 

Speed Strength Cloak 
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mmm 

I Thest 


These tactics assume that you've already secured 
the school yard and eastern perimeter nests. 
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Plan 01: School 
Yard Scuffle: 

The fight either 
occurs with or 
without stealth, 
but the areas to 
hide are much the 
same. Peel off to 
the right and enterthe plagground ©, where gou can use the 
low wall as couer. Then maneuuer around and into the shack 
and storage shed to the west-southwest blasting foes as gou 
go. Remember, gou can strike through the roofs here, too. When 
the shacks are free of enemies, assault the gas station from the 
rusting car or container. 

Y Plan 02: Down the Tracks: Oi' you can keep going 

down the jeep track road © all the way to the gas 
station. You J re hemmed in here, so it J s better to apply Plan 
01 or 03. Howeuer, this is the best time to get into a uehicle 
and Boost down the track, across the road, and into the gas 
station causing an amazing explosion! Qbuiously, jump out 
before the uehicle hits the pumps, and Speed Sprint into the 
container to the south. 

* Plan 03: 
large Shack 
and Earth-moving 
Equipment: Head 
along the jeep trail, 
but peel off to the 
right. The large 
shack sitting in a 
patch of dirt with 
broken concrete 
walls surrounding it is a good place to pick up an object 
or two, but the lack of couer is a problem, as you J re easily 
outflanked. As always, Grenades and rifle fire are aduan- 
tageous now. Run and gun, mouing in one of these routes: 
Through the eastern entrance © or the hole in the walk 
and along the northern side of the concrete walk using 
the gaps as couer for quick bursts. Pass the large shack 
on your right and begin to tackle the gas station by the 
road sign ©. 


Head into the large shock, and use the windows as couer, 
or leap onto the root Crawb and begin sniping at enemies. 


Skirt the northern perimeter, mouing around to a digging 
machine ©, then assault the machine gun nests using 
sand crates as couer. 


bringing the roof down. Use the sand crates as couer, and 
moue in one of three directions: 

01. To the left heading east toward the digging machine. 
You can now Speed Sprint or Cloak and go anywhere 

in the uillage, or else double back by the large shack 
[near ©] and begin combat from here [preuiously 
detailed]. 

02. Straight ahead, rushing into the gas station orthe 
metal container ®. 

03. To the right rushing into the garage shack orthe rear 
of the gas station ortoward the western edge of the 
uillage. 



ODUISORV 


( smoke Grenades are excellent for stopping foes 
farther up the road from shooting gou as you dive 
for cover. Otherwise, this isn't the best route to 


take. 


J 
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optimal Objects to utilize 


Y Aside from 
KPA enemies 
themselues, 
there J s a gigantic 
number of objects 
to hurb hide behind, 
or carry to absorb 
enemy gunfire. 
Below is a list of 
some you should 
definitely try out. They are presented in the same order as 
the preuious tactics: 

Rear of Garage area 

Barrels [euerywhere] 

metal ammo cases [by western shack] 

Large wooden crates [by sentry nests and near Pickup 
behind the gas station] 

Wheelbarrow [in front of the western shack] 




metak two-wheel crate dollies [behind garage, beside 
western shack, and on the dirt road near the earthen 
perimeter and garage shack] 

Green bins [nearthe garage shack, behind the garage, near 
the phone kiosk] 

Locker [in garage shack] 

Table saw [in garage shack and mechanic’s garage] 

Tires [mainly in mechanic’s garage and behind garage] 

Empty propane Tank containers [behind garage and near 
phone kiosk. These can be Strength Punched to block 
foes J routes, then Jumped on and used as mobile sniping 
points.] 

Gas cans [fiue in mechanic’s shed, one in garage shack. 
Use these to throw at groups of foes, then shoot to 
detonate.] 
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npproacnino from the main Entrance 
|to the north. Heading south] 


JL Initial 
Attacks: 


If you J ue just 
stormed the 
bridge, enpect 
heauy resistance. 
Start the confusion 
by blasting the 
gas pumps and 


r OPTIO 
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In addition be sure you stock up on ammunition from 
inside the shop. The following items are auailable: missile 
Launchers; Shotgun Ammo; Rifle Ammo; and Frag, Smoke, 
and Flashbang Grenades. 
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Approaching from the noch mall to the uiest 


area is lihely to offer little resistance as the KPA 
are mainly yathered near the Uillaye Hall, school 
eastern entrance J and bridge entrance. 


JL Entering the Gardens: 

You J re actually 
mouing on more of a 
southerly path, up from 
the gas station area, moue 
through the side gate 
in the concrete wall ® 
into an area of grass and 
bushes. To the left is a small cabbage patch. Check around 
for foes coming in from the boat barn. 

If enemies present themselues, try one of the following 
techniques: 

Retreat back the way you came. 

Use the breakable fence, then the trees as couer. 


Grab the rusting ouen nearthe concrete side gate to use 
as a weapon or bullet-blocker. 

Or, Speed Sprint up the hillock. 

There are three main 
routes to enit this area 
[eucept the concrete 
side gate you came in 
from], and all are uery 
lightly guarded so eupect 
minimal resistance: 

Emt uia the gate at the 
end of the dirt road, leading into the main 
thoroughfare o 

Or, moue toward the red-flowered bushes and hop ouerthe 
gap between the metal fence and the rock outcrop. This 
leads to a small storage shack ©. 

Or, you can continue heading southeast, up the hillock, to a 
recreation hut ® complete with a swing set you can play 
on! The hut is useful, as are the uantage points here. 

JL Shacking Up: 

^P The small 
storage shack 
o has encellent 
uiews of the 
Uillage Hall and 
main road. The 
shack itself has 
only one way 
in, but you can 

collapse the building if you need to escape. Usually though 
you are using the impenetrable metal fence as couer and 
blasting foes roaming the road and outside the Hall. This 
is a good spot to retreat to if your Uillage Hall assault isn J t 
going well. 


jjjjDUISORV x 


Come back here when you begin Objective 05 — this 
is a prime place to pick up missile launchers. 


main Road 

Barrels [euerywhere] 

Rusting ouen and washing machine [near entrance to 
Uillage Hall] 

Green bins [on either side of the road, by the shacks] 

jeep Trach 

metal, two-wheel crate dolly [school entrance and side of 
large shack] 

Large wooden panel [by rusting car] 

Green bin [school yard] 

Lockers [school yard] 

Tires [by shacks] 

Wheelbarrow [by shack] 

Large wooden panel [by shacks] 

Large rice sack [inside shack] 

Outboard motor [outside storage shack] 

Barrels [dirt ground by large shack] 

Shopping cart [dirt ground by large shack] 

Rusting washing machine [dirt ground by large shack] 

main Entrance 

metal ammo crate [between digging machine and nest] 
Large wooden crates [by digging machine] 

041. The western lumber vard aod outbuildlogs 


Sniping 
Positions: 

The recreation 
area and hut are 
fantastic spots 
from which to 
snipe enemies, as 
y o li j re against the 
rock wall with no need to look behind you. Crawl or Crouch 
on the roof o to get a good uiew of the Hall and the LTU on 
the opposite side. You can euen destroy the gas Tank from 
here! 

Another bonus is that you can easily see the concrete 
emt leading to the main road. This is where many foes run 
in from [usually if they hear gunfire], so train your ordnance 
[both bullets and Grenades] here. 

You can also perch on the concrete wall © between the 
recreation hut and the cabbage patch, orthe plastic tables 
of the recreation area ©. All three spots offer a uiew of the 
Hall J s back doorway, where you can lob in Grenades and 
attract foes, or lob Smoke Grenades and charge the Hall 
grounds. 




Another great 
spot from which 
to snipe, or else 
retreat to and 
check the locations 
of foes with your 
Binoculars, is the 
edge of the rocky 
ground o orthe 
storage shed nent 
to a tree and bushes nearby. This offers uiews of the road, 
Uillage Hall, and lumber yard to the south. 



As enemies are farther auuay and are usually 
approaching, firefights are much easier from this 



location. Try coming here if combat isiVt going well. 


loc 


•j 


JL Looking Over 
the lumber: 

If you attract 
enemies, enpect a 
few to eventually 
[after one or two 
minutes] try to 
maneuver up 
through the lumber 
yard to the south. 

The eastern edge and gap in the concrete wall by the swing 
set offer encellent views and cover. 


You can also Strength Jump atop the concrete wall 
for a higher view. Back up, or run down and hide behind 
the lumber, if you wish to engage foes moving to this 
location. 



i Into the 
^P lumber Yard: 

The guickest route 
into the yard from 
the recreation area 
is via the gaps in 
the eastern wall. 
Use the gap by 
the swing set © 
if you want to 

make a longer perimeter run. Use the gap near the patio © 
if you want a more direct approach to and from the Hall. 

In the lumber yard there are three large shacks, each with 
bundles of wood for you to hide behind. 

In addition, tough wooden crates and concrete pipe 
stacks make encellent weapons [to Throw or Punch into 
enemies, respectively]. 


The wall has 
two gaps in it, but 
a better defensive 
position is in 
the large metal 
container © 
where incoming 
foes can easily be 
dealt with. Start a 
fracas in a more 
densely populated area and retreat here to pick them off 
one by one. 

The perimeter wall is easily leaped. Bon J t feel obliged to 
go through the gaps. You can then make a move into the 
main road, or go around the southern side of the Uillage 
Hall by the KPA trailers. Another tactic to try is Cloaking and 
moving from cover to cover on the dirt road © between 
the lumber yard and the southern shack. Numerous cover 
opportunities are here. 

Finally, there 
are two vehicles 
here, and the 
LTU J s turret is 
particularly useful 
if you decide to 
take a trip around 
the roads in the 
village, shooting 
any KPA you can. 

You can also drive around the field to the south of the 
village, but this area is best ignored for the moment, as 
you J ll go this way after the hostage is secured. 

Y Junction Boning: There J s also a tall metal junction 
bon at the junction of the dirt road and main road. 
Although it can J t be picked up, it can viciously slam into 
foes if you Strength Punch it! 

^FTIOm^RTH] 
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Approaching from tbCmain north-south Road 
(Heading north) v 
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Jl Inspecting 
^P the Southern 
Shack: If you J re 
mouing up 
between the Hall 
[to your right] and 
the shach [left], 
going northwest 
along the main 
road, gou can 


inspect the southwest corner of the uillage, or stay on the 
road nearthe Uillage Hall perimeter. If you head into the 
front of the quarter-acre lot © with the low southern shach 
on it, you can uiew the lumber yard from here. 


A great spot from which to begin sniping is the northwest 
corner of the lot, ouerloohing the main road. After attracting 
foes from this area, run here © and use the corner fence 
as couer and the wooden crate to gain height. You can 
then lob Grenades all the way to the rusting car, and catch 
dozens of foes in your crosshairs. 


*L Up on the 
^P Roof: The 

rest of the lot is 
a little too flat to 
be of much use, 
and facing east, 
any foes coming 
in from the beach 
or KPA trailers are 
difficult to spot 
without Binoculars due to the trees. Howeuer, the roof of 
the southern shach © is encellent for sniping the main 
road to the northwest, and also fortagging foes milling 
about inside the Uillage Hall. 




The shach itself is uery unsteady, so enpect to fall 
through the roof if it is struch bg a lot of enemg fire. The 
ground leuel and gardens are only uiable combat areas if 
foes are literally in the lot with you. 


Y Facing the Lumber Yard: If there are foes in the lumber 
yard, the lach of couer can be a problem if you 
hope to cross the dirt road. Instead, lob a Smohe Grenade 
when you begin your assault, or better yet, tag foes from 
the metal fencing at the edge of the southern shach J s lot 
©. Optionally, use Frag Grenades to blow up one or both 
uehicles to tahe down any foes in the blast radius, or 
create a distraction so you can flee to another part of the 


foes are easily brought down. Howeuer, 


JL Looking 
^P Eastward: If 

you head to the 
eastern perimeter 
fence of the lot 
and looh toward 
the KPA trailers, 
there J s a large 
enpanse of ground 
where incoming 
you can bring the 


wooden crate ouerto this corner © and use it to gain 
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some height. From here, look north, into the gap 
of the perimeter wall to the Uillage Hall, and snipe 
this area and the roof balcony. 

Picking 
Off Foes bg 
the Pickup: 

Look north but 
stay to the right 
side of the main 
road this time © 

, across from the 
corner of the southern shack lot ©. You can try some of 
the following tactics from this location: 

Use the Pickup Truck as couer. Crawl, and shoot foes J legs 
out from under them. 


Use the sand crates and Hall perimeter wall as couer. 
There are encellent uiews of the storage shack and road 
to the rusting car and gas station. 

Engage ang enemies in combat with objects gou J re 
carrying, such as the washing machine or ouen. 

Use the metal roof aboue you to stand on, then snipe or 
leap into the Hall grounds. 
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Approaching from the uillage Hall Area 




combat in this area assumes you've secured the 
Uillage Hall, and any areas to the east. 


Ullli 


JL Hall Routes 
^P to the main 
Road: If you J re 
hunting stragglers 
in the lumber yard, 
recreation shack, 
storage shack, or 
down the main 
road by the rusting 
car, a number of 



routes ensure couer and optimal combat options: 

Head west along the southern Hall grounds. You can 
easilg Strength Jump the perimeter fence, or emt uia the 
gap, then moue to the Pickup Truck ©. 


Or, you can run around and emt uia the main back entrance 
©, across from the storage shack. 


Or, you can leap onto the Hall roof, stopping at the edge 
to use it as a sniping spot. Crawl and scan the area from 
south to north and deal with any enemy incursions. Then 
jump down to the ouerhang J s shack roofs and onto the 
main road. 


Head west along the northern Hall grounds. There J s an 
emt gap leading to the junk-filled grass alley © offering 
good protection, or you can Speed Sprint straight for the 
main back entrance ©. 
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. Junk-Filled 
■ Grass Alley: 

Be sure you J ue 
taken down 
the machine 
gun nests on the 
school building to 
your right before 


you go southwest along this ouergrown area. You can 
enter the Hall perimeter through the gap ©, or prowl the 
area looking for foes from atop or around the orange refuse 
container. 


Try dropping inside this container using it as couer, 
and popping out to bring down foes by the shacks to your 
northwest. The end of the alley brings you out at the main 
road, across from the storage shack and entrance to the 
boat shack. 


Y Attack 

Routes to 

the Outer Buildings: 

If you J re storming 
the lumber gard 
area from the 
Uillage Hall back 
entrance or grass 
alley, try the 
following routes. 


ideally while Cloaked: 

Go up and ouerthe lumber wall by the main road, using 
trees and lumber piles as couer. 


Go into the storage shack area, and Jump around or up and 
onto the patio area. 

Go around uia the boat barn and small cabbage patch, 
then head northwest to the back of the gas station or 
south to the recreation shack. 
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Approaching from the Gas station zone 


Routes to 
Reach the 
Recreation Shack: 

As most of your 
enemies are 
likely to be to 
the southeast 
you can moue 
up through the 
following areas to 
gain tactical aduantages: 

moue past the phone kiosk, into the metal container 
[®j using it as a sniping spot or couer], then Strength 
Jump ouerthe concrete wall to the southwest and enter 
the boat shack. 


Or, leap atop the gas station roof and ouer onto the boat 
shack roof ©. 


Or, moue southward up the main road and peel off to the 
right, into the storage shack. 

From here, gou can use the p re u i o li s Ly-d escribed tactics to 
- — 
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optimal objects to utilize 


Y Aside from < 

KPA enemies 
themselues, use 
the following 
objects to crush 
foes with Strength 
Throws, or to hide 
behind to absorb 
damage. They are 
presented in the 
same order as the preuious tactics: 


Boat and Recreation shachs 

Rusting ouen [by concrete side entrance to rear of gas 
station] 

Black trash bin [cabbage patch and behind recreation 
shack] 

Barrels [boat shack and storage shack grounds] 

Large wooden crate [near sliding entrance to main road, 
and side wall of recreation shack] 

Boat trailer [opposite boat shack] 

Green bin [in front of recreation shack, and on storage 
shack grounds] 

Wheelbarrow [in front of recreation shack] 

Tires [storage shack grounds] 

Lumber vard and southern siiach 

Shopping cart [by concrete wall near recreation shack, and 
in southern shack garden] 

Lumber stacks [under shacks. Shoot or punch the metal 
ties to loosen the bundle.) 

Large wooden crates [euerywhere] 

Barrels [euerywhere] 

Wheelbarrow [southern shack garden] 

Black trash bin [southern shack garden] 

metal two-wheel crate dolly [southern shack garden] 

Large bag of rice [inside southern shack] 

main Road and Grass mien 

Barrels [euerywhere] 

Large wooden crate [near Pickup, and grass alley] 

Rusting washing machine [by back entrance to Hall] 
Rusting ouen [by back entrance to Hall] 

Large wooden panel [grass alley near orange refuse 
container] 

Tires [grass alley near orange refuse container] 

main Road south of Gas station 

Barrel [near metal container] 

Green bin [main road, left of boat yard entrance] 
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The rear 
and south 
perimeter 
is similarly 
managed. Use the 
two generators 
as couer and the 
same tactics to 
cut down foes 
to the north and 


east. Uenture along the side to the gap in the fence © 
ouerlooking the KPA trailers. Be sure no foes are here. Or, 
you can moue into the side perimeter from this gap. 
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Appraachino from the Lumber 
vard urea and main Rnad 


For sniping spots and more information on routes 
to the bach entrance of the Uillage Hall, chech the 
tactics in Optional Plan 04|. 

m L securing 
the Rear 

Perimeter: This is 
by far the best 
position to be in 
when defeating 
foes in and around 
the Uillage Hall. 
Enter uia the gap 
in the main road 
perimeter fence ©. The doorwag is right in front of gou. It 
is aduantageous to be Cloahed at this point and to start 
taking down foes in the perimeter gards. 

JL You can also head into the Uillage Hall perimeter gard 
^P bg Strength Jumping ouer the barbed wire fence at ang 
point. Land and Cloak, or begin a noisg firefight if gou wish 
to attract more guards. 

and cut down foes to the south and east from this corner. Do 
this bg means of ranged sniping, Grenades and gunfire, lobbed 
objects using Strength Throwing, and detonating the LTU © by 
the front entrance to attract more foes. Don J t forget to check 
the balcong for enemies and the gap in the side fence © 
leading to the grass alleg. 


You can moue to the front of the Uillage Hall u 
grounds, but this features a challenging number of 
covered spots inside the building where enemies 
can hide, and foes over in the eastern shacks that 
can converge and swamp gou. J 


Id 
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mouing from west to east into the Hall and tahing 
it ouer from the inside J then attaching foes to the 
east, is the optimal tactic to trg here. 

JL Entering the 
^P Uillage Hall: 

Rear Doorway: 

Stag in couer near 
the generators 
and try one of the 
following entrance 
technigues to 
maneuuer into 
the building at 
UJagpoint ©: 

Lob a Smoke Grenade in, bouncing it off the walk and 
storm the place with Speed and Armor. 

Lob Frag Grenades behind the barricade, then step into the 
entrance, cut down a foe ortwo, and back up. Continue 
doing this until no foes present themselues. 

Cloak and enter the building without being spotted [this 
onlg works if the enemies are on the opposite side of the 
Hall’s interior). 

Back up from the doorwag after making a noise or 
entering, and snipe from the recreation hut patio or from 
behind ang couer nearthe main road. 

Dr, take an object such as the green bin, and moue to the 
side windows on the south side ©. These are open. 
Stand on the object and hurl Grenades [either Smoke or 
Frag] and shoot the foes from here, optionallg leaping 
into the building. 
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dak. The uillage nail and kph Trailers 


You can also circle around and into the grass 
alleg and use the gap in the side fence as couer, 
stepping in and out of the gard, then using the 
sand crates below the boarded-up Uillage Hall 
windows to complete gour side perimeter sortie. 








JL An Alternate 
?P Route: 

Another more 
daring plan to 
secure the Hall 
is to Strength 
Jump from either 
perimeter gard [the 
south side — © 

— is preferred 
as it ouerlooks fewer enemies and has the ammunition 
collection] and clear the upper floor from here. Then blast 
foes below from the top of the stairs, drop off the balcony, 
spin around, and clearthe lowerfloor. 

You can also clearfoes wandering around the perimeter 
gard from up on this balcony, or on top of the roof itself. 
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I Sniping from 
^P the Uillage 
Hall Roof: Don J t 
forget the large, 
green tin roof 
of the Uillage 
Hall, which 
offers encellent 
panoramic uiews. 
From here, gou 


can dish out damage on foes in the shacks nearthe school 
yard, foes on the school grounds and root the lumber gard 
and main road, the trailer and the eastern shacks. 


Or, pass the side windows and lob Grenades in, 
then attack from the rear entrance. 

Or, driue an LTU along the main road, park it 
nearthe rear doorway, and shoot through it using 
the turret gun. 


{He sure all BHterior foes have been neutralized u 
[check using Binoculars) so that you aren J t 
attacked from behind after you enter the building. 
I^Enpect about eight to ten foes inside the Hall. J 

JL Combat 
?P Inside the 
Uillage Hall: As 

soon as gou enter 
the Uillage Hall, 
gou J re completelg 
enposed, so 
rush under the 
staircase balcong. 

Bring out a 

Shotgun for close-quarters work, make a quick run through 
the three interconnected rooms at the front of the Hall, 
ignoring enterior gunfire unless gou J re seuerelg wounded 
bg it. Clearthe ground floor of foes. Then head up either set 
of steps. 

Emt onto the balcong and make a loop. Enpect two or 
three foes up here on either balcony, at the front, or in the 
central room with the computer equipment. Trg one of the 
following techniques: 

Lob Smoke Grenades in one area to attract attention, then 
go through an opposite doorwag. 

Use the Shotgun and rampage through the upper leuel, 
ignoring outside fire. Capture this building first. 

Cloak and stag on the interior stairs, and scan the upper 
area forfoes. Then sneak up and defeat each one. 

Pick up a metal weapons case, using it as armor, then 
throw it at gour first foe and finish him with gunfire. 
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Approaching from the main north-south noad 
(Heading north) 


ial 


This assumes you made a long loop along the U 
western perimeter to the lumber yard J and went 
out of the southern uillage enit, or else entered uia 
the ocean at the southeastern end of the beach and 
maneuvered to the main road from here. 


j^nia 


JL Trailer 

^ M ?P Trashing: 

lb* L:--< TL.m ■ Enter the uillage 

I uia the empty 
I machine gun 

* — 1 nests to the south 
I © and moue 

* ■ - ■ 4 ' near the main 

road ©, as this giues you more routes and hiding spots. 
From here, you can attempt one or more of the following 
tactics: 

Run to the gap in the perimeter of the Hall fence © and 
head inside, then begin to tackle this building. 

Run to the gap in the perimeter of the Hall fence © and 
Strength Jump up onto the balcony. 


& ** *+ ^ *+- ** 


Shotguns are typically used in this type of 
environment but make sure you J ve reloaded 
and have enough ammunition or you J ll be stuck 
reloading while a foe shoots you at point-blank 
range! 




|^ran 


J 

The Hall is yours! You can now go out onto the balcony 
and begin to take down foes to the east [tactics are shown 
in Optional Path 041] and stock up on ammunition, missile 
Launchers, ammunition for the Rifle and Shotgun, Frag 
Grenades, and a Sniper Rifle await you. 


i 


ADUISORV 
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Come back here when you begin Objective 05 — this 
is a prime place to pick up missile launchers. 










moue toward the southern shack and the perimeter of the 
Hall fence [Path 04J]. 

Stop and Crawl, or Strength Jump and land on either of 
the trailers © and scan the Hall, dirt road, and eastern 
shacks for foes. Then tag their feet from below the 
trailers, or from gour prone position on top of the trailers. 

You can use ang objects nearbg and Throw them at 
aduancing foes, or as entra protection if gou J re Strength 
Jumping onto the Hall balcong. 

You can Strength Jump onto the trailer, and again 
ouerthe perimeter fence to the cornerfront area of the 
Hall d). 

Or, gou can moue around the front of the trailers 
CD, pausing to take FY71 ammunition, a Flashbang, and 
a Frag Grenade, and moue to the partial couer offered bg 
the small generator. Then assault the main entrance of 
the Uillage Hall CD. 

JL Perimeter 
Sniping: If 

gou J re around 
Waypoint ©, or 
emting the uillage 
bg the lumber 
gard or southern 
shack, beware the 
earthen perimeter. 
This is boobg- 

trapped with mines as well, but the ground on either side is 
not. This means gou can Speed Sprint and Strength Jump the 
barbed wire, orthrow a Grenade and then use the earthen 
pile as couer. 

Now gou can snipe foes on the main road, ones appearing 
at the side or balcong of the Uillage Hall, and ang enemies 
prowling near the trailer, or [if gou moue to one of the main 
nests], tackle foes in the eastern shack area. 
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Approaching from the Eastern sentru 
nests and shachs 


' This assumes you J ue defeated all foes behind you 

Y Full Frontal 
Assault: 

When gou 
reach the dirt road 
CDj hide behind 
the sand crates 
on the near side 
of the road. There 
are three different 
clumps to take 
couer behind. Be sure the machine gun nest on the school 
building to the northwest is silenced before gou begin 
some of the following tactics: 
moue to the sand crates opposite the main entrance, and 
fire ouer or through them at the foes on the balcong and 
the ones behind the sand bags on the ground floor. 


Grenades are also a great planj lob them [with 
carefully aimed throws] into the building and 
balcony. 

Smoke Grenades can hide your mouementsj lob 
one at the foot of the building and Speed Sprint 
into the grounds. 

Create a diuersion by shooting the fuel tank in the 
side of the Troop Transport Truck to the left, then 
circle around to one of the side perimeter gaps. 

Or, enter one of the two army uehicles and use the turret 
gun on any nearby foes. 

Charge the front of the building, gunning down foes and 
taking couer at the fountain ©, then Strength Jump onto the 
building, or jump the barricade and sweep the ground floor. 

Or, charge in and attack from the rear entrance, as 
preuiously detailed. 

Or, use Cloak and creep around to the front or rear entrance 
without raising the alarm. 

Once inside the grounds, you can peel off left, go around 
the back of the Troop Transport Truck to the tree and 
crate CD, and pepper foes appearing at the doorways 
and windows. 

Or, leap onto the sand crate below the front window and 
enter an L-shaped room from here [or strafe the area with 
bullets, or lob a Grenade in here]. 

JL Flashbang 
Wallop: A 

good way to disori- 
entate a group of 
foes in the front of 
the Hall is to lob a 
Flashbang through 
the barricade. 

Sprint and shield 
your eyes, and 
leap in, picking off yourfoes in the confusion. 

JL Side Assaults: 

If you J re 

mouing westward, 
you don J t haue to 
moue directly into 
the main Uillage 
Hall entrance. 

Instead, peel off to 
the left and rush 
the trailers, or 

else go right into the grass alley CD. Then look for a gap or 
Strength Jump the perimeter fence. 
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Appnjaching from the main north-south noad 


This assumes you've secured the gas station and 
school building areas, but not rescued the hostage 
yet. 
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Combat in 
the Grass 
Alley: Heading 
south toward 

the Uillage Hall 
allows you to 
leap the low 
playground fence 
near the gap in the perimeter wall ©. The playground and 
grass alley should be used as a rr spillouer JJ area [try one or 
more of the following]: 

Head into the Hall grounds, then bach up and coan foes 
out into the alley to defeat them [use Grenades thrown 
ouerthe perimeter fence, too]. 

Head left, around to the dirt road, and engage a frontal 
assault. 

Head right around to the main road, and into the rear 
doorway. 

The school yard 
fence is also an 
encellent place 
from which to 
snipe, mouing side 
to side to auoid 
foes and tagging 
them, especially 
those on the 
balcony. You 

can try Strength Jumping ouer the perimeter and onto the 
balcony from this direction too. 

A Sniping from 
the School 
Roof: With the 
school secured 
[but the hostage 
not yet rescued], 
use the machine 
gun nests, or 
better yet, your 
Assault or Sniper 
Rifle, to tag foes from this flat rooftop or the upper roof at 
the rear of the school building. 




Dirt Road 
Frontal 

Assault: Or, you 
can moue up 
the road, which 
unfortunately 
leaues you open 
to attacks from 
all sides. Cloaking 
and using the 

school wall is the safest way here. Assuming you haue 
only the Uillage Hall left to tackle, approach and dart into 
the grass alley, or moue to the front entrance for a regular 
assault. Or, you can take a green bin and place it atop the 
bin by the entrance wall, jump on top of this stack, and 
then Crouch and use it as a camping spot. 



Stacking objects by placing one on top of another 
to giue you more height is sometimes worthwhile, 
but only if you J re near a perimeter wall you 
^couldn't otherwise peer ouer. 


ropTinnL 
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optimal objects to utilize 

Aside from 
KPA enemies 
themselues, use 
the following 
objects to crush 
foes with Strength 
Throws, or to hide 
behind to absorb 
damage. They are 
presented in the 
same order as the preuious tactics: 

The Rear Entrance to uillage Hall 

Barrels [euerywhere] 

Rusting washing machine [outside ouerhang near Pickup 
Truck] 

Green bin [rear yard] 

Large wooden panel [corner of north rear yard] 

Lockers [north and south rear yard] 

Large wooden crate [rear yard ouerhang] 

Black trash bin [south rear yard] 
metal weapons cases [inside Uillage Hall] 

Filing cabinets [small, medium, and large — inside Uillage 
Hall] 

The south uillage Entrance 

Barrels [by phone kiosk, near Hall perimeter fence] 
metal weapons cases [euerywhere] 

The Dirt Road near the Eastern shachs 

Barrels [edge of dirt road. Hall front grounds] 

Green bins [edge of dirt road on either side] 

Large wooden crate [behind Troop Transport Truck, Hall front 
grounds] 

metal weapons cases [Hall front grounds] 

school vard aod Grass otleu 

Shopping cart [school wall and low fence] 

Tires [grass alley] 

Barrels [grass alley] 

Large wooden panel [grass alley] 
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041. The Eastern shachs and sentru nests 
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Strength 
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Approaching from the uiestem uillage hall 


Uantage 

Points: Securing 
the Hall, and 
using the balcong 
around the front 
of the building 
©, allows you 
to snipe at foes 
milling about the 
eastern shachs nearthe ocean. Then push forward after 
gou J ue tagged euergone gou can see, checking for heat 
signatures with gour Binoculars. 


Uillage Hall 


The front jj. 

entrance is ± 

another spot to 
check for foes. 
you can Crouch 
bg the fence, the 
fountain or the top 
of the transport 
truck . This is a 
reasonable plan 

as gou can drop down onto the flat bed of the truck if gou J re 
hit too mang times. 

Vou can also trg tagging foes from the top of the KPA 
trailers © or at the end of the grass alleg © 


jL missile 
Strikes: 

Taking the missile 
Launcher from the 
balcong allows 
gou to leap on the 
roof, or moue to 
ang uantage point 
and fire a missile 


into any surrounding couer spots, collapsing them 
and giuing gourfoes fewer places to hide. Grenades 
offer this option if gou Strength Throw them. 


JL Outflanking the Eastern Shacks: When pushing 
toward the ocean, the dirt road to the two 
sentrg nests isn J t the preferred wag: foes are on 
each side of the road. Instead, either run north or 
southeast: 


North allows 
gou to run to the 
flat-roofed shack, 
downing foes in a 
uarietg of wags, 
such as: 


Cloaking and 
ambushing 


Armored gunfire 
Strength 


Punches orThrown objects 
Strength Punching through the building walls or roof. 

When the flat-roofed shack is secure, check the sentrg 
nest to the north nearthe digging machine and moue to the 
beach side of the building ©, keeping low and using the 
metal fencing as couer. 


I^This assumes you J ue cleared all threats from the 
Uillage Hall, and school building eHterior. 


South The best 
wag to approach 
this area is to 
cross the dirt road 
from the small 
generator near 
the KPA trailers 
ideallg while 
Cloaked, then run 
to the wooden 
fence © along the ammunition shack. 


W 

Speed Strength 
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Approaching from the south [Heading north] 


JL Approaching 
the Ammo 
Shack: Cross the 
mound of earth 
nearthe digging 
machine © while 
Cloaked or using 
Speed, mouing 
past the rusting 
ouen on the grass 
©. Then trg one of the following: 

Hop ouerthe fence, creep to the ammo shack wall ©, and 
tag foes wandering nearthe earthen perimeter mound. 


Then shoot through the windows at foes inside. Don J t 
collapse the building as there J s ammo to be grabbed 
inside it. 


Or, moue between the fence and perimeter mound, using 
the sand crates © as couer, and bring down all foes gou 


can see. This takes a few minutes, as more foes come in 


from the flat-roofed shack. Then aduance to the nests. 
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Or, you can punch through the ammo shack J s walls 
or roof, which leads to manic combat. Prepare to 
euade gunshots! 

Finallg, remoue any sentries from their nests with 
quick shotgun blasts or Grenades. 

JL cleaning 

^P Up: Check 
that there are 
no foes to the 
west [sniping any 
machine gunners 
on the school] 
and moue to the 
flat-roofed shack 
uia the rusting 



car Enecute close-range Shotgun takedowns, or else 
back up by the sand crates and sentry nests and snipe the 
enemies. This clears the area. 

You can now aduance toward the gas station [Path 041], 
the Uillage Hall [Path 04K], or the school house [Path 04m]. 
The best tactic is to tackle the Hall first, as these foes 
should haue seen orheard you by now. 


*7)' P0IHTER 
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approaching fromthe East 
oner Reaching sentry nests 


Hauing just stormed the uillage from the beach, don J t 
attempt to run up the middle road, as you J re soon 
ouerwhelmed. Instead, pick a shack to take ouer first. 


I 

{ 


w 




82 



JL To the Ammo 
^P Shack: Turn 
south and leap 
the sand crates, 
using the sentry 
nest as couer © 
. Bring out the 
Smoke Grenades 
to couer you 
path if you need 


to. Engage in mid-range combat with foes in and near 
the ammo shack, then secure it. Now, you can do the 
following: 

Turn and secure the flat-roofed shack. 


The ammo shack holds the following items: Frag u 
Grenades, Rifle and Sniper Rifle amnio, and two 
[^missile Launchers. 


Or, run to the digging machine and make a stealthg loop 
around the side of the Hall. 

JL To the Flat- 
^P Roofed Shack: 

Turn and run north, 
diuing behind the 
sand crates near 
the rusting car © 
and Crouching so 
foes at the ammo 
shack don J t shoot 
you. Begin combat 



( Come back here when gou begin Objectiue 05 — this (1 
is a prime place to pick up missile Launchers. 


with Grenades or Shotgun fire, and head around to the 
side of the building nearthe metalfencing ©. Secure this 
building. 

Your neut plan is to continue northward toward the 
digging machine nearthe gas station and engage these 
foes. The Hall and school are too densely populated for 
an assault up the middle [although you could attempt a 
Cloaked infiltration]. 



Jl The Grassy 
?P Knoll: Alter- 
natiuely, you can 
emt the uillage 
and climb up onto 
the grassg knoll 
© ouerlooking the 
digging machine 
and take a series 
of sniping shots 


across the eastern shacks, and euen to the trailers and 
Uillage Hall. There is a second grassy knoll nearthe KP 
trailers and machine gun nest that also presents good 
sniping opportunities. 


This assumes most enemies are aliue and gou J ue 
infiltrated the uillage uia the beach. 
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This assumes most school building exterior guards 
are defeated, and eueryone at the gas station is 
[ remoued. 
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If you didn't complete Objective 03, 
Objectiue 04 doesn't officially begin until 
you reach the school grounds. Psycho 
radios in letting you know the hostage is 
inside this building. 


Y Plan 01: 

Supreme 

Stealth: Haue you 
tried to enter the 
school building 
without killing 
any KPA foes? It 
is possible, but 
the Tank battle to 
come is entremely 
difficult! 

The route to follow is ouer the barbed wire at the north- 
western corner, then Cloak and moue behind the back of 
the concrete shack at the rear of the gas station. 

Nent, recharge, then Cloak and go through the gap in the 
concrete wall and turn left heading ouerthe cabbage patch 
and under the boat shack. Stag left against the concrete 
wall as foes are patrolling the main north-south road. 


Recharge, 
then moue east 
crossing the main 
road to the shack 
directlg opposite. 
Step inside and 
immediatelg drop 
to a Crawl in the 
left corner. This 
stops the foes 


manning the machine gun nests from seeing gou. 

Recharge, Cloak, then e h it uia the door on the left 
and cross to the low fence and hop ouer it. Cross the 
playground to the green bin bg the school wall. Crawl and 
recharge. Then moue north, to the entrance with the open 
double doors, and the stairs on your right. Dart into the 
classroom to your left and wait for the foe to walk down 
the stairs and head into the weapons store. Then head up 
the stairs while Cloaked without anyone seeing gou! 


Be sure you defeat euery foe (or all but a handful] 
before you secure the school and rescue the 
hostaye J as this helps the neut objectiue dramat- 
ically and allows you to tackle the rooftop foes 


easily. 


JL Flat-roofed 
Shack Attack: 

mouing along the 
enterior school 
wall isn J t wise, 
as there are 
loads of hiding 
spots in this area 
from which foes 
can shoot you. 
Instead, Speed Sprint or Cloak and moue southeast from 
the digging machine and lockers across a grassg gard to 
the low metal fence. Head through the gap to your right © 
and begin combat. Then moue to the metal wall nearthe 
rusting car and tag the remaining foes in the ammo shack 
and sentry nests. 
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optimal Objects to utilize 


Y Aside from 
KPA enemies 
themselues, use 
the following 
objects to crush 
foes with Strength 
Throws, or to hide 
behind to absorb 
damage. Theg are 
presented in the 
same order as the preuious tactics: 

The Dirt Road urea 

Barrels [euerywhere] 

Green Bin [low wall near dirt road] 

Large wooden crate [low wall near dirt road] 

Wheelbarrow [western outside wall of ammo shack] 

Black trash bin [southern outside wall of ammo shack] 

The Dirt mound urea 

Rusting ouen [grass near digging machine] 

The sentry nest area 

Barrels [euergwhere] 

Large wooden crate [in ammo shack lot and between flat- 
roofed shack and perimeter mound] 

Green bin [on the middle dirt road between shacks] 

The Grassy vard area 

Barrels [near perimeter mound and digging machine] 

Large wooden crate [near metal fencing of flat-roofed 
shack, behind digging machine] 

Lockers [grassg yard near dirt road] 
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Plan 02: 

Dealing 
with Exterior 
Threats: If 

you J ue begun a 
battle with the 50 
KPA in this uillage, 
use the tactics 
preuided preuiously, but look to the school building roof 
as there are four machine gun nests on each roof corner. 
Here are the best places from which to tackle them [and 
the two or three additional foes that run onto the roof] 
with long-range fire: 

The roof of the gas station ©. 

The couer of the shacks between the main road and the 
school yard #. 

The junction of the grass alley and main road ©. 

The roof of the Uillage Hall ©. 

The sentry nests nearthe rusting car on the eastern side 
of the uillage ® 



JL Plan 03: 

^P Gaining Entrg 

03: The third way 
is uia the double 
door on the north 
side of the school 
building. Use the 
rusting car nearbg 
as couer, then 
uault the fence or 
head around to the open doors. 

You can also try lobbing a Grenade through the doors as a 
distraction then entering uia the other doorway. Or you can 
use Cloaking. 



JL Plan 03: 

^P Gaining Entrg 

04: The fourth wag 
is uia the doorway 
on the roof itself. 
Try Strength 
Jumping from one 
of the following 
locations: 






moue to entrg point 02 and leap on the roof aboue the 
doors, then up another floor to the main roof itself. 

moue to entry point 03 and leap onto the ouerhang aboue 
the doors, then up to the root orto either balcong with 
the guard rails. 

Stand an object such as one of the nearby locker 
against a wall and leap on top of it then onto one of the 
balconies with the guard rail on it. 

The roof holds the four machine gun nests, some Rifle 
ammunition and other items lying about including 
Grenades, make a quick sweep if you wish. 

Y Plan 04: Gunning for the Enemy: The roofs machine 
guns can be turned on the foes swarming about 
below if you hauen J t taken care of them yet although the 
machine gun J s lack of maneuuerabilitg when aiming makes 
this less aduantageous than you J d think. 

JL Interior 
^P Takedowns: 

Whether you J re 
entering the 
building uia the 
ground or roof 
there are three 
or four more foes 
to watch out for. 
Along the main 
ground-leuel corridor, face west and shoot the foes in the 
restrooms. This is where they usually are, but Cloak and 
check with Binoculars first. 

The stairs up to the neut floor and roof usually haue a 
couple of foes, too. So rush them and blast with a Shotgun 
Cloak and hit them as you close with rapid rifle fire, or lob 
a Flashbang and mop them up as they stagger from the 
blinding light. Check to make sure that the school is empty 
of foes, then inspect the ammo storage room on the ground 
floor, opposite the stairs. All other rooms are empty [or hold 
objects]. 
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The dirt road looking northwest, outside the Hall front 
entrance ©. 

The flat open ground at the north end of the uillage, near 
the digging machine ©. 


Y Plan 03: 
Gaining 
Entrg 01: There 
are four plans to 
enter the school 
building. The 
first is uia any of 
the ground-floor 
windows, which 
can be smashed 
and squeezed through if you bring an object [like the green 
bin] to stand on. This is only recommended if you haue no 
enemies nearby, as it is a struggle to enterthe classroom 
or second-floor hallway from these windows. 

JL Plan 03: 

?P Gaining Entrg 

02: The second 
way in is uia the 
double doors 
opening out into 
the school yard. 

Enpect moderate 
resistance from 
foes in the school 
yard. Attempt one of the following plans: 

Enter heading northeast from the shacks by Cloaking, and 
skulking along the low fence on the right side ©. 

Enter from the grass alley, uaulting the low fence and 
quickly mouing to the doors ©. 


Enter mouing westward, between the low fence and 
school wall, and spin around when you reach the 
doors ©. 


Try sniping all foes from couer until you cairt see any 
more, then enter #. 







Objective 05. Oestroy the KPA Tanks 
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05A. Tank Takedown: The optimal (and omul Ulau 


Korean Battle Tank Sighted! 


"Vou take care of those Tanks , 
Nomad. I'll get our little spy to a 
safe eutraction point" 

— Psycho 


(HORNING 


Add-On 


Be sure almost euery KPA soldier is dead 
before you begin this objectiue J or you J ll 
haue them and the Tanks to deal with! 
Also, be sure you haue a missile Launcher 
equipped prior to locatiny the hostaye. 


Plan 01: The only 
feasible plan 
is to attach the two 
Tanks with missile 
Launcher fire. Fortu- 
nately, you should haue 
already picked up this 
euplosiue weapon. Go 
up to the roof [or down 
to the storaye room with the ammo, then back up ayain] and 
look alony the eastern dirt road ©. 

One Tank is patrolling this dirt path, moue to the edye of the 
roof, and quickly fire three missiles into the turret and body of 
the Tank, destroyiny it. Return to the storaye room and claim 
another missile Launcher before leauiny the school. 
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When the uillaye is completely cleared of foes, moue up 
to the second floor [you should haue fully stocked up on 
ammunition] and enter the closed door to the east, where 
you can hearthe hostaye being interroyated. 

Vou yiue Psycho the order to burst in and he does so 
with gusto, bringing down the door and quickly killing the 
KPA interrogator. Help the hostage to herfeet. She enplains 
that one of the team she was monitoring — Badowsky — 
was torn to pieces by rr something. JJ The others are at an 
encauation site to the east. 


She enplains Rosenthal was studying a statue that 
started emitting a signal, which led the professor to a 
structure inside the mountain. The mountain makes a deep 
rumble as she speaks! The island must be secured; the CIA 
agent implores you to locate Rosenthal’s team at once! 


i§5 vou encountered CIA Agent Sarah Hansen! 


POINTER 




The ammo storage room holds the following 
weapons and ammunition: 
missile Launchers (»3) 

Rifle ammo. Shotgun ammo. Pistol ammo 
Shotgun 

Frag, Flashbang, and Smoke Grenades 


] i ODUISORV N 


Come back here when you begin Objective 05 — this 
is a prime place to pick up missile Launchers. 


ODUISORV 


Don J t worry about killing the hostage; she is in u 
a room with a locked door and no windows. This 
means Grenades can be emploged to flush enemies 
out of the interior, or as gou ascend the stairs. 









'j ADUISORV v 


Korean Battle Tanks can only be destroyed by missiles. 

They can take three hits [or tuuo to the front] before 
exploding. 

You can also shoot the fuel barrels at the back of 
the Tank, which damages the niachine J but it can still 
function. 

The Tank can cut you down in seconds with machine 
gun fire and its massiue turret, so use Speed Sprinting or 
Cloaking to auoid becoming a target. 

Keep away from the tracks, or you will be crushed! 


Run out of 
the school 
building, taking 
the northern emt, 
and turn west. 

Speed Sprinting 
along the dirt road 
to the junction with 
the main road and gas 

station ©. Turn and look leftj the second Tank is Likely to be 
on this stretch of road. Fire two missiles into its front armor, 
and anotherfor good luck. The Battle Tanks are down! 

Y Plan 02: You can 
attack the Battle 
Tanks from angwhere 
there is reliable couer, 
such as the perimeter 
walls of the Uillage Hall 
or the roofs of the larger 
buildings. Howeuer, the 
guickest takedown is 
detailed preuiouslg. 


Objective 06. Proceed to the Rendezvoue Point 
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" Nomad, \ rue located one of the 
research team. Get up here ; fast!" 

— Prophet 
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Heading to tlie waterfall 


Plan 01: Quickly Does It: As soon as Prophet radios in 
for gou to meet him. Speed Sprint southward, toward 
the lumber gard ® and fire up the LTU. Trundle out onto 
the dirt road, turning right, and passing the sentrg nest. 
Immediatelg head right up a narrow, winding path into the 
trees. 
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Plan 03: If gou want to disable the Tank's machine 
E guns, make a daring Strength Jump onto the turret 
itself and shoot or grab the turret gunner, flinging him from 
the uehicle! 


@!- p l T i R JM 

There are four locations where missile launchers can 
be obtained: 

The shop inside the gas station © 

The storage room inside the school © 

The southern balcony of the Uillage Hall © 

The ammo shack in the eastern beach area © 


The 


DDUISORV 


Before you beyin Objective 06, stock up on U 
ammunition; you need to take a full complement of 
all types of Grenades, a missile launcher, an FY71 
Assault Bifle (with Assault Scope), and a Shotgun (or 
the DSG1 Sniper Bifle). 









Ditch the LTU as 
you reach 
a waterfall pool 
©. Prophet radios 
in that contact 
has been made 
with the research 
team, and you 
must meet 
with him 
immediately! 


Plan 02: 

Slowly 
Does 

It: Vo u 
can also 
Sprint 
all the 

way here, but a 
uehicle is quicker. Vou should iynore the road leadiny to the 
southwest. Instead, if you miss the narrow path, driue onto 
the large grassy area and skid right. Driue up the hill © to a 
rocky outcrop. Strength Jump up here to the waterfall. 


Objective 07. meet with Prophet 


"The area's crawling with HPti 
and God hnows what else!" 

— Prophet 


Plan 03: Off-Roading It: Although it J s 
® difficult to accomplish gou can point gour 
LTU slightlg north of the rauine and Boost toward 
the smooth rock sides to the right of the outcrop. 
With some forceful driuing, gou can get gour 
uehicle up to the wooded trail and take it as far 
as the location of an icy battle! Along the way, 
driue carefullg and use the turret to its fullest. 


>» $ 
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0711. Going upstream 


JL Plan 01: 

Heading to the 
Upper Trail: Face 
west and Strength 
Jump up the rockg 
outcrop with the 
bushes growing 
out of it. maneuuer 
to the northwest 
and look along the 
start of a wooded trail ©. Below and left is the stream and 
waterfall. Keep awag from this edge. Cloak and moue up 
the trail. 

Y Plan 02: Heading to the Watery Ravine: Or, gou can 

head southwest and make the much more difficult 
Strength and Speed Jumps up the left wall of the waterfall. 
This is possible, but takes some time. Once gou arriue at 
the stream aboue, moue to the wooded trail © before the 
stream sides become too steep to climb. 


070. kpo Recon Team rahedouin time 

JL Plan Ol.l: 
Silent But 
Uiolent: Slowly 
moue northwest 
up the wooded 
side of the stream 
as it turns into a 
rauine, scanning 
the path ahead 
and the stream 
below for KPA. About eight KPA soldiers are slowlg heading 
gour wag on patrol. 

Some are on the woodland trail and some are wading 
through the stream. Stop behind a rock © that giues gou 
a good look upstream and fire at the foes on the wooded 
path. Vou can take three down with Assault Scoped FV71 
fire [silenced if possible] before the others flee. Then snipe 
the foes down on the water, mouing quicklg to shoot them 
iftheg make ang attempt to retreat. 

Y Other Plans: Vou can also trg one or more of the 
following plans, with good to limited success: 

Cloak and sneak along the right perimeter rock wall and 
tackle the squads from the side or behind. 

Lob a Grenade into the woodland trail foes, shoot those in 
the riuer, and then finish the remaining ones on land. 


PRIMA Official Game Guide 
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Wade up the riuerto engage the foes [although gou 
haue a height disaduantage when tackling those in 
the woods]. 

Rush the patrol with Speed Sprinting and blast them 
with gour Shotgun while switching to Armor. 

Trundle gour LTU up here for arduous maneuuering ouer 
rocks and blasting foes with gour turret gun, although 
the uehicle makes good couer. 

When gou reach the spot where gou first saw the patrol 
©, gou can optionally jump down into the stream rauine 
[not recommended], or continue to the wooded area to the 
south and west. 

J L Plan 01.2: 

Continue 
mouing along 
the wooded trail 
until it splits at a 
boulder ©, giuing 
gou the option 
to head along 
higher ground, 
slightlg lower 

ground, or into the stream. Be entra cautious, as another 
eight-man KPA patrol is in the forest and heading gour 
wag. One of them carries a Shotgun, and hides behind the 
foliage or rocks to damage gou bad! Duck down. Cloak, 
check locations with Binoculars, and attempt a stealthg 
takedown of the two foes from long range. 


Then moue to the 
cliff aboue the 
stream ©, as 
there J s likelg to 
be two more foes 
mouing down a 
slope here. Blast 
them from long 
range. Prophet 


radios in to tell gou he J s found what J s left of one of the 
research team, and giues gou the coordinates of a caue 
sgstem leading to the encauation site. Go there now! 


moue toward the 
sounds of combat, 
a strange white 
mist, and blue 
plumes of dissi- 
pating smoke. As 
gou approach, 
scan the area for 
foes and cut them 
down before theg 
can fire on gou. A number of them are around the rocks near 
the bodg of Doctor Badowskg. He seems guite dead. There J s 
onlg three more of the research team to find! 

Now use couer and skirt around, plugging the remaining 
foes with Shotgun blasts or rapid rifle fire. Finallg, be sure 
gou look down the steep trail © to the stream [which is 
now more of a riuer]. There J s likelg to be a foe gou missed 
who J s readg to attack gou from behind if gou let him! 


ifc" You encountered [what J s left of) Doctor Badowsky! 


Objective OB. Proceed to the Cave System 


"The hostage was cm. Vou 
knew, didn't gou?" 

— Nomad 


JL plan 01.1: Forest Fighting: Continue in a uaguelg 

southerlg direction through the forest, until Prophet 
tells gou another KPA patrol is ahead. Drop to couer 
somewhere around © and wait for them to close. Crawl 
if gou wish, and line up a couple of the eight soldiers, 
dropping them with rifle or DSG1 fire. 
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080. Approaching and ignoring an omhoslr 


Y Plan 03: 

Another 

option is to slide 
down the cliff 
when gou strike 
the foes in the 
water and 
charge up the trail 
to ©, running and 
gunning with gour 
Shotgun and Armor eguipped. 









§ />- •- <: *= ipprovsd 

V TRCTICS 

Another possible 
plan is to trauel in a 
southerly direction 
down to the riuer. 

As the enemy J s 
shots ring out lay 
a spread of Smoke 
Grenades to hamper 
their aim, then Speed Sprint to the pathway to the left 
of the waterfall ©. Strength Jump up onto the rocky 
woodland beyond. 


Lob some Grenades to dislodge a few foes and blast them 
from range. 

Use a Speed Sprint to cross the riuer and Strength Jump 
up and into the wooded bank where all the foes are. Use 
trees and Cloak for couer. Then turn south and slowly 
work your way through this ambush. Don J t moue too far 
forward or you J ll be outflanked. Back up constantly and 
hide to recharge. 

Strength Jumps, switching to Armor and a Shotgun as you 
land, are a reckless but rewarding plan! 

Try shooting the missiles in your missile Launcherfrom 
the near side of the riuer bank into clusters of enemies. 
Try the same plan with your Grenades. 

If you begin to run out of weapons, think about completing 
this mission. It isn J t necessary to defeat euery single foe! 
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Then make sure the remaining patrol members don J t 
try to outflank you in the riuer by checking with your 
Binoculars and taking them down as they moue. Neat, train 
your sights on the southwest rocky outcrop ahead. Your 
gunfire may haue alerted a second patrol. Stay back, as 
you don J t want to get swamped, and let the enemy come 
to you. moue only after all targets are downed and gou 
can J t spot ang more. 

JL Plan 01.2: 

Overwhelming 
Odds: moue onward 
toward the upper- 
right area of the 
rocky outcrop ©. 

Cloak and peer out 
from trees to face 
targets that are 
ideallg below you. 

Brop them, then re-Cloak and moue again. 

Y Plan 02: Or, gou can bring out the Shotgun and use a 
mmture of Speed and Armor to blast foes at closer 
range, stopping for breathers in between. 

Y Plan 03: Bemember you haue Grenades, both in your 
Launcher and to hand. Lob orfire them into areas 
of one or two patrols to defeat them and cause others to 
arriue. 


JL Plan 01.3: 

Prophet radios 
in to let you know 
there J s a large- 
scale KPA ambush 
in progress on the 
opposite riuer bank! 
Around 20 KPA are 
in the area and a 
chopper is lifting 
off! You can rush to blast it with your missile Launcher, but 
you J ll be cut to ribbons by the KPA that are dug in behind 
rocky couer on the eastern bank. 

Instead, continue mouing along the southwest wooded 
slopes and engage another KPA recon unit using the same 
sniping tactics as before. When all members of the unit fall, 
moue to the waterfall © and make a Speed Strength Jump 
to the other side. 


Y Plan 02: 

Stand and 
Fight: If you want 
a frantic battle, 
you can stop and 
engage this entire 
20-man ambush 
patrol! First, clear 
the wooded area 
of all three KPA 
patrols so you aren't going to be surrounded. 

NeHt, approach the edge of the riuer bank after ascer- 
taining where the foes are, and attempt one or more of the 
following plans: 

Cloak, snipe each ambusher, then re-Cloak and moue or 
you'll be gunned down. Concentrate on foes milling 
about the riuer itself first. 


moue 
toward 
the caue 
entrance 
where 
Prophet 
is waiting. 

He knew 
about the CIA 
inuoluement, and 
the mission is to find out what Bosenthal's team knows. Any 
technology must not fall into North Korean hands! As you talk, 
moue into the caues to the right of the waterfall and end this 
stage of your mission. 


PRTH 
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Armor Speed Strength Cloak Object Gun Add-On Grenades Explosives Vehicle 


osb. niuer Raid 


Y Plan 01: 
River 

Running: A 

reckless option is 
to moue toward 
a path along the 
edge of the riuer 
© just beyond 
where you 
encountered the 
Ooctor's body, or run up the riuer ignoring foes in the forest. 
Sprint and use Speed to negotiate the middle of the riuer, 
and Sprint toward the rendezuous point with Prophet. 


Objective 08 



nriF 3 (=»mzD oveRvieu 
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hostrggs CconTinueoD 

There are still three hostages out there. 
Intelligence reports Dr. Rosenthal is being 
held at an encauation site approximately 
three clicks up this ualley. 

You begin as another member of gour 
team is unceremoniouslg rauaged and 
wrenched away, but this time its gour 
leader, Prophet! With no more team 
members around, major Strickland atJSDC 
must talk tactics to gou. You J re to remoue 
the GPS jamming station located in a 
nearbg banana plantation after dealing 
with a four-man aduance guard. After this, 
gour plans diuersify. 

The optimal plan is to head down a 
western road, after dealing with a KPA 
blockade, a Troop Transport team, and 
a bridge checkpoint, and acquiring the 
best sniping attachment: the Precision 
Scope. You can use this when you attack 
a KPA military base outpost and search 
for more intel inside one of the trailers. 
There are numerous entrances to this 
base, and the most obuious [a rope bridge 
spanning a riuer] isn J t the safest. When 
the intel is gathered, an eHcauation site 
is uncouered. Fight your way across the 
rice paddies and a forest, then maneuuer 
into the domed structure at the back of 
the base, where the full horror of the alien 
rr relic JJ that Dr. Rosenthal is studying is 
reuealed! Then irs a quick departure in the 
darkness, by road or riuer, to the nearest 
safe entraction point. But only after you 
encounter some new and altogether more 
technologically aduanced enemies.... 


Deploy Point (iy Objectiues 


1 

3 

3 

*-l ^ 

s=» 

n 

8 

FI 



i m* : 




3 



<s> 

# 



c: 







ZD 



<D 

[5 



g 







r= 







G 


<®D 





M 








Grid Ob a. Description 


03^j«=rriv€ 

Grid 


Ob a. Description 


B4 

01 

Disable North Korean GPS 
Jamming Station 

G3 

05 

D4 

02 

Infiltrate the KPA military 
Base and Gather Intelligence 

G3 

OG 

D4 

03 

Inuestigate the Western 
Road* 

G3 

07 

BG 

04 

Proceed to the 




EHcauation Site and 
Rescue Dr. Rosenthal 


Proceed to the Entraction 
Point 

Secure the Enaction 
Point so the UTOL Can 
Land 

Climb Aboard the UTOL 
* This objective is optional and 
doBS not appear on pour PD ft 


Objective 01. locete end Dieeble North Koreen GPS Jemming Station 



" 7 lie sooner we're off this rock, 
the better!" 

— Prophet 

Pou and Prop hat amarga from the caves, noticing 
the HP ft are jamming JSOC again. He marks the 
encavation site on gour map before a rumble and 
whining noise announces the arrival of a rr thing JJ 
with giant whipping tentacles! It grips Prophet 
and bolts a wag through the trees! 


You begin alone in the woods until major 
Strickland, who J s running this little operation 
from the offshore frigates, radios in to offer you 
entraction off the island. You refuse as you can 
handle this mission alone, and Strickland offers 
tactical aduice as soon as that jammer is offline! 


fj 
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Part 01. Banana Plantation Shack Takedown 


The initial area is a small uegetable patch leading to a ting 
shack to the west near a main dirt road. Qn the far side of the 
road is a banana plantation. Four hostiles are in the area: two bg 
the shack, and anothertwo in an LTU that driues up to the shack. 



0DUISORV ' 


Your Binoculars will still be able to detect enemies, 
but irs more difficult due to lots of interference. 
When you get uery close to the jammer, you won't be 
able to see and mark enemies in the radar anymore. 
IPs quicker to scan using your assault scope. 


opti rnFH PRTH 


01 A. cloak and choke 

v- .. • .X i 



JL Plan 01: Shack 
Attack: After the 
major finishes giuing 
his instructions, 
moue forward to 
a small graue and 
path to gour right © 
and turn west. Head 
down the trail while Cloaked and pass to the right of 
the boulder, heading around the right perimeter of the 
uegetable patch ©. Check to make sure that the LTU 
has arriued and both Scouts haue emted. Enterthe ting 
shack bg the rear doorwag © while Cloaked, and bring 
down the foes standing bg the table with a round of 
Silenced gunshots. 

Locate one of the barrels in or around the shack and 
Strength Throw it into one of the two Scouts bg the LTU. 
Bowl one or both ouer, then mop up with one Silenced 
Shot. 




[^quietly! 



JL Plan 02: 
Long-Range 
Path: A uariation on 
this plan inuolues 
mouing past the 
junction © and 
another 100 feet 
down this wooded 
path. Then peel off 


to the right onto a rockg outcrop ouerlooking the 
hut and dirt road © Line up both foes at the table 
so one is behind the other, then drop them with 
ranged rifle fire. 

Immediately rush the LTU and bring down the two 
foes before theg flee to warn others. If you J re guick, 
gou can neutralize them without them firing a single 
shot. 



alkthtough 
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JL Plan 03: 

^P Looping Path: 

Another option is 
to continue along 
the main wooded 
path until it 
opens up into the 
banana plantation 
©. Cloak and turn 
north, and then 
moue to the low fence opposite the ting shack. Shoot the 


If you J re slow, the KPA Scouts flee across the banana^ 
plantation to the southwest and raise the alarm at 
the farm across the ualley. This causes no end of 
problems! Briny down this quartet of foes quickly and 


foes eniting the LTU [you can aim at the feet of the foe on the 
car J s opposite side], before dealing with the two Shotgun 
foes at the table as theg fan out. UJith this tactic, gou J re 
effectiuelg blocking your enemies" escape route to warn the 
others. 

«.L Plan 04: Tin Roof Takedown: This is a satisfying blast. 
^P Sneak around the back of the tiny shack as with Plan 
0 1, but Strength Jump onto the rear part of the roof. Cloak, 
and edge forward while Crawling [doirt run orthe roof 
rattles, alerting your foes]. Look down on the two foes by 
the table and drop them with ease, then use your eleuation 
to easily tackle the two LTU foes. You can also use this 
uantage to look at the farm outbuildings ahead. 

Y Other Plans: There are a number of other wags to 
finish the foes here, but none are as efficient as 
those preuiouslg described. Still, gou can do the following: 
Lob Grenades and take out the two guards at the table, and 
then rush the area with guns blazing. 

Sneak around the rear of the tiny shack, then face 
southeast and shoot the gas canister on the back of the 
LTU before rampaging through the suruiuors. 

Rush the area, with guns blazing, or while Throwing 
objects. 

All of these plans alert the enemies in the farm 
encampment. 

Y Heauy Objects: The following objects make good 
projectiles when thrown with force: 

Barrels [euergwhere] 

Black bins [either side of the ting shack]. 



When the area is secured, check the table the initial 
foes were standiny beside. On it is a Shotgun and 
some ammunition for your uarious weapons. 


gi 
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^fiDUISDRV 


If at any time you run low on eneryy near the 
janiminy deuice, slide under one of the trailers 
and tahe a breather for a few seconds. 


Recouer energy 
at the metal fence 
□ n the perimeter 
□f the farm, moue 
along between 
the rock wall and 
metal fence, staying 
Cloaked, and then 
moue across the gap to another low metal fence 
leading to the fuel shack [©j dotted with barrels]. Be 
careful, as a foe is sometimes by this area. 

Turn northwest and, 
after re-energizing. 
Cloak and moue 
across the dirt 
road into a smaller 
plantation patch, 
moue toward the gap 
in the fence by three 
farm buildings ©. Re-energize in the patch, and then 
creep into the first building on your right. Re-energize 
again. 


Head out of the 
doorway in the 
northwest wall, turn 
right, and you J re 
now just across 
from the radar trailer. 
While Cloaked, moue 
across and up into 
the trailer. Switch off the radar jammer at a control 
panel at its side. The objectiue is ouer without any KPA 
blood spilt! 

Now Cloak and heading southwest toward the 
building you just came from and out across the 
plantations toward your cent objectiue [02] without 
the KPA euen noticing you! 


ADUISORV 


The Shotgun makes a good secondary weapon^! 
for the infiltration to come, make sure it's fully 
loaded before you pocket it! 


Part 02. Banana Farm Infiltration 
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oib. Farmhouse Recon: supreme stealth 


MMHG 


If you made too much noise, expect a three-man U 
KPA patrol to come to the ITU to inuestigate. Train 
your eyes to watch for these foes advanciny up the 
[^banana plantation. J 
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POIRIER 


This assumes your previous takedowns were silentT^I 
There are about 12 enemies in this location to avoid 
or defeat. 


ADUISORV 


If you want another excellent view of the U 
outbuildings and radar trailer or the jammer. 
Strength Jump [or leap up the wooden crates] to 
the tin roof. Don J t run, or the noise alerts foes. 
Cloah and uiew your surroundings. 


JL From the LTU, 
go south 

through the banana 
plantation while 
Crouching and 
Cloaked, moue to the 
plantation storage 
shack © without 
being seen, moue around the south side of this 
storage shack. There J s little you need. 


Re-energize 
completely, then 
Cloak and walk 
through the banana 
trees heading 
southwest. Pause if 
you J re getting low 
on energy. Crawling 
behind a tree to re-energize, and making sure foes 
to the right don J t spot you. Cloak again and hop ouer 
the fence to the right of the large tree'j®. Only the 
chickens should haue spotted you by now! 






¥ 
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oic. Farmhouse necon: optional paths 

JL Plan 01: 

W Warehouse 
Rumble: By fa r, the 
best tactic not 
inuoluing Cloahing 
inuolues a Speed 
Sprint through the 
plantation which 
has you maneu- 
uering around 
the three jungle 
Scouts patrolling 
here. Go ouer to 
the storage shed 
©j then Speed 
Sprint west to 
the pallets of 
food bundles 
near an open 
warehouse ©. 

Peek out from behind a bundle. The KPA Squad leader 
is usuallg nearthe GPS jammer itself. Quicklg blast him 
and angone else in the area with your weapon [which 
alerts eueryone euen if your mouements hauen J t done so 
alreadyjj and then lob a Grenade under the jammer trailer to 
complete the objectiue. 

Now the entire KPA 
crew is alerted, 
so enpect some 
heauy resistance! 
Try one or more 
of the following 
tactics: 


Stay by the warehouse, using the pallet bundles as 
couer, and shoot any aduancing foes with your Shotgun. 
The metal fence behind you preuents you from being 
completely outflanked. 

Shoot the gas tank to the side of the parked Transport 
Truck to create diuersionary hauoc. Try the same plan 
with the two propane tanks adjacent to the Transport 
Truck. 

Flee to any of the outbuildings, and use them as couer. 
Cloak to escape, ormaneuuerto a better fighting 
position. 

Y Plan 02: 
Plantation 
Sniping: You can 
also use the 
storage shack 
in the plantation 
© from which 
to snipe all the 
incoming foes, 
although the 

banana trees do allow them entra couer. Try a well-aimed 
Strength Throw of a Grenade into the GPS jammer to 
complete the objectiue. Then you can: 


Retreat back to the LTU and flee by road. 

Cloak and skulk around the southwest area of 
the farm. 

Run to the southwest area and commandeer the 
Squad Car there ©. 

Y Plan 
03: 

Gunfire from 
the Left Flank: 

moue along the 
southern perimeter 
rock wall heading 
southwest and 
leap the low 
fence by the tree 
© Instead of Cloaking, use the large shack as couer and 
begin a firefight with your KPA foes. Ron J t aduance or you J ll 
be cut down; stay in this area, and back up to the metal 
fence, as foes haue a nasty habit of flanking you by mouing 
along the plantation fence behind you. From here, try these 
methods: 

Stay along the south wall to the fuel shack and slowly 
aduance in from here. 

Or, Throw a Grenade or shoot the propane tanks and catch 
a few foes in the enplosion [this is not a good idea as 
you can be blown up if enemies fire at the tanks when 
you J re near them]. 

Now aduance northwest along the road, peeling off to the 
left or right if the firefight becomes too intense. 






Watch out for a machine gun nest adjacent to the 
jammer; it's pointing gour wag! This is another 
reason whg aduancing along the thoroughfare isn J t 


wise. 


|^wii 


Plan 04: 
Gunfire from 
the Right Flank: 

Trauel down the 
main road on foot 
from the initial 
shack, instead 
of through the 
plantation. Cloak 
as you reach a 
grassy field to your left ©. There J s a rock here where you 
can recharge. Starting a firefight isn J t wise at the moment; 
gou need to be farther into the farm. 


i 


ADUISORV 


Shutting off the jammer while Cloaked without 
being spotted is feasible, but the large number of 
enemies along the southwest route straight into 
the farm means gour shimmering form will likelg be 
spotted more easilg. 


(GJ 
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If you J re driving this [or any) ITU in first-person u 
view, and the windows are crached, shoot out the 
crached glass before you enter the vehicle so you 
can see better. 


<©) 
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die. farmhouse 
Rechless But Entertaining paths 


Y Plan 07: 
Ready for 
Launch: If you still 
haue a missile 
Launcher handy 
from the preuious 
mission, use it 
from ranye [from 
either atop the 
storaye shack in 
the plantation, or across the yrass from the dirt road] to 
take out the GPS jammer without euen enteriny the farm! 


Y Plan 08: 

Building 
Beatdowns: 

Remember 
that any of the 
buildings here, 
with the enception 
of the water 
tower, can be 
destroyed [and are 
being destroyed by the KPA as soon as the battle begins!]. 
Try Punching through roofs down onto foes, punching walls 
out into foes, and the usual Strength-induced mayhem you 
can muster! 

Y Plan 09: Object Obliteration: Finally, there J s a number 
of objects to propel into foes if you J re reloading, 
low on ammo, or just want to take euery single KPA soldier 
down with a barrel: 


Plantation area 

Barrels [euerywhere] 

UJooden crates [storage shack] 

Sacks of coconuts [inside storage shack] 
metal two-wheeled dolly [inside storage shack] 
Wheelbarrows [in and around storage shack] 

Farm [soutlieast Area) 

Barrels [euergwhere] 

Tires [fuel shack] 

Green bins [near fuel shack, by road] 

Large wooden crate [near outbuilding and propane tanks] 
Wheelbarrow [rear of outbuilding] 

farm [middle area] 

Barrels [euerywhere]Green bins [by ammo, across from 
jammer] 

Wheelbarrow [warehouse] 

Large wooden crates [euerywhere] 

Concrete pipes [Strength Punch themj base of water 
tower] 

Sack of coconuts [inside middle building] 
metal two-wheeled dolly [back of middle building] 
Wheelbarrow [side of southern building] 


Y Plan 05: The Western Buildings: The three large 

shacks [containing a cafeteria and two sleeping 
quarters] to the west aren J t a hotspot, but they can be 
used to snipe from if, during Plan B5, you head west across 
the road to the cafeteria itself ©. From here, you can lob 
a Grenade at the jammer or Transport Truck, snipe from the 
roof [hitting foes and exploding gas tanks], and hide and 
peer out to tag foes from a distance. 

JL Plan OB: ITU Sortie: The LTU parked by the initial 
^P tiny shack is a considerable asset. Turn it around 
and rumble down the road, turning left into the farm 
thoroughfare at the machine gun nest ©. Slowly driue 
along, blowing up euerything that can enplode, as well 
as cutting down the KPA. You J ll take around 50 percent 
damage to your uehicle, but don J t worry. Another LTU sits in 
the southeast corner of the area. 


Instead, 
continue 
along the 
road to the 
machine gun 
nest © before 
angone can man 
it. Slay your first 
foe, then diue 
into the banana- 
washing warehouse ©. This is a good spot to use Speed 
and dodge the few enemies running toward you. Keep 
mouing, darting from couerto couer, then Strength Punch 
the jammer or enterthe trailer and train gour weapon on the 
trailer emt while you complete the objectiue. Flee with a 
Speed Sprint back to the main road © or toward the cent 
objectiue to the southwest. 


i 


ADUISORV 
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many foes are armed with Shotguns, and they 
pause after every shot. With this in mind, try using 
Speed and stepping behind cover [usually a metal 
fence), waiting for the shot, and then sidestepping 
out to blast the foe as he readies his neHt shot. J 




Objective 02. Infiltrate the KPA military Base Outpost 


"T his compound is heauily fortified so looli for a quiet way in!" 

— major Strickland 


Part 01: Clearing the Surrounding Area first 


Farm (northuiest nrea] 

Ice cream refriqeral 


refrigerator [Strength Punch; inside cafeteria] 
Black trash bin [back of cafeteria] 

Whee lb arrow [back of rear fence, near cafeteria] 

Green bins [side of cafeteria] 

Tires [side of cafeteria and banana-washing warehouse] 
Large wooden crates [euergwhere] 

Shopping cart [side of banana-washing warehouse] 


RDUISORV 


Before you leave [if you've defeated all foes], be sure 
to pick up these things from the metal cases opposite 
the jammer: Rifle amnio, FY71 Rifles with underbarrel 
grenade launcher. Rifle Grenades, and Frag Grenades. 




This completes Objective 01. You now have 
two main routes to choose from: 

Objective 02: Infiltrate the KPA military 
Base Outpost [to the Southwest] 

This allows you to complete the mission 
in the quickest time. 

Objective 03 (Optional): Investigate the 
Western Road 

This does not appear on your PDA of 
objectives 

This allows you additional combat, and 
the location of the Precision Scope Rifle 
attachment. 

This also clears the final extraction route 
earlier rather than later. 

This finally allows you to approach 
Objective 02 from a different direction. J 





JL Plan 01: Forest 
Route and 
Snipe: Begin at the 
farm J s southwest 
area, or moue 
here from another 
location. Oriue a 
Pickup Truck or LTU 
[as it is easier to 
maneuuer than 
the Transport Truck] down the dirt track d until gou spot a 
junction © with a cattle warning sign. Head left into the 
woods. 


7 


POINTER 




This objective can be attempted in any of the 
following order: 

1. Head southwest, straight from the 
Plantation Farm. 

2. Head west, scout the road, and locate the 
cliff path. 

3. Ignore the cliff path and continue west, 
locating the Precision Scope at the bridge 
[Coordinates 04], then double-back. 

Securing the military base outpost is significantly 
easier with the Precision Scope, so you may wish 
|^to secure the bridge [Objective 03) first. j 

As soon as 
gou enter the 
woodland, stop 
where the road 
makes a long 
right turn © and 
bring out a scoped 
rifle. Two KPA 
guards are in front 
of the militarg 

base outpost. Bring both down without making a sound, 
theg shout or fire, the militarg base outpost goes on high 
alert. You can now attempt to enter the base from ang of 
the locations shown in Path 02D onwards, or gou can driue 
northward down the cliff path. 
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Plan 02: Forest Route and Ram: An alternatiue 
to this plan is to driue down the wooded 
trail, but instead of getting out, ram into the two foes 
before theg haue chance to react. 

Or, gou can leap out of the uehicle and point it at the 
foes, and then circle around theirflging bodies to finish 
them with gunfire. 

Y Plan 03: Forest Route on Foot: Or, gou canheada long this 
road on foot and charge both foes while Speed Sprinting 
or while Cloaked, and then tackle them in gour preferred manner. 



sure you J re quiet, or a Sniper on a tower across the 
waterfall rauine gets you in his sights and begins to 
strihe the area with bullets. Retreat, drop to a Crawl to 
re-energize, and then Cloah to auoid the sniper. J 


Y Plan 02-04: Cloak and Danger: If gou J re taking the 
same route and running in from the cabbage 
allotment, trg Cloaking and reaching the boulder 
ouerlooking the barricade ©. Crouch and take out the two 
foes on the machine gun, and then trg one of the following 
plans: 

Run to the top of the machine gun nest © and snipe from 
here. 

Stag at distance and snipe the remaining foes from the 
rock. 

Launch a Shotgun rampage in and around the outbuildings. 

Y The following objects are auailable to use as 
shields orthrown projectiles: 

Barrels [euergwhere] 

Large wooden crates [main shack] 

Green bin [by second nest, other side offence near 
barricade] 
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02B. Barricade Blasting 
|fiiT 

Attaching this area is purely optional. 

JL Plan 01: Smoke 
and Shotgun: 

There J s a small 
barricade to the 
northwest with an 
eight-man team 
in heaug armor 
assigned to it. 

There are numerous wags to reach this barricade gate. 
The preferred plan is if gou J re continuing from the farm 
plantation on foot without raising alarm. Head in a north- 
westerlg path toward the cabbages ©. Throw Smoke 
Grenades at the machine gun nest d to block the uision 
of the enemies as gou encroach their building. 

While the machine 
gunner is peering 
through the smoke. 
Speed Sprint across 
the ground, heading 
toward the road 
junction ©with 
gour Shotgun at the 
readg. Pass between the large shack and the storage 
shack, and make quick blasts at the sin foes in this 
area as theg scatter in fear. Pick up ang heaug object 
to finish the job. 

Two LTUs are in this area, and if foes start to 
driue them. Speed Sprint into couer and auoid 
them, then emt. Dr, blow up the gas canister on the 
rear of each LTU. You can also trg the tactics gou 
attempted on the road at the beginning of mission 
02: Recovery. 


02C. other Barricade options 




Attaching this area is purely optional. 

JL Plan 01: 

^P Sniping 
from the Banana 
Grove: If gou J re 
moving northwest 
from the banana 
grove near the 
farm. Cloak 
and maneuver 
to the rusting 

fence overlooking the main shack #. There J s a gap in the 
fence gou can Crouch behind. The fence offers excellent 
protection. 

Now begin ranged rifle fire on the foes underthe shack. 

If the machine gunners start firing, move along the fence 
to the road junction C2 and peek out to fire at them. Then 
cross the road and finish off the remaining stragglers, 
either with Shotguns or Cloaked rifle fire. 

Y Plan 02: Driving in from the North: Instead of taking 
route 02A, gou can ignore the cattle sign and 
continue along the main dirt road, making a long right turn 
© that eventuallg leads to the barricade. Strafe the area 
with turret fire, then drive through the barricade itself ©, 
avoiding the sand crates. 

Y Plan 03: Driving in from the East: Asimilarplancanbe 
attempted if gou J re driving from the first LTU at the 
beginning of the mission. Ignore or strafe the foes and then 
attempt to crash through the barricade, or drive over the hill 
t to the right of the machine gun nest. 

Y Plan 04: Running in from the North: Your best bet when 
running in from the dirt road is to dive into cover on 
gour left, moving toward the main shack in the woodland 
area CG before combat begins. 


{©) 
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JL Plan 05: 
Driuincj up 
the Western Road 
[Heading East] 

Complete Path 
02A, then driue 
north along the 
cliff path. At 
the junction 
ignore the warning 
of the incoming uehicle to the west and turn east. Park 
gour LTU near a boulder on the right behind the barricade 
#. Here, gou can snipe both machine gun nests, and 
aduance on the remaining foes easilg, using the buildings 
as couer. 




* 

— ■ 




After securing the barricade, you haue three 
options: 

1. Backtrack and head along the wooded 
trail to the rope bridge entrance of the 
KPA military base outpost. 

2. Travel west along the dirt road, then turn 
left at Waypoint u and drive or run along 
the cliff path southward to the rope bridge 
entrance of the KPA military base outpost. 

3. Travel west along the dirt road and 
continue west (optional; Objective 03). 


Part 02: military Base Outpost Infiltration Points and Combat 
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Yo?D.KPfi military Base outpost: 
Rope Bridge totraoce lotiltradoo 
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During combat, the KPA send in a helicopter and drop^j 
in a squad of sin Special Forces troops and they cut 
through your Armor in seconds! There J s a reason for 
this. They J re armed with a new weapon type: the 
SMG. make sure you grab this weapon to replace a 
rifle and augment it with a Scope and Silencer. 

Remember: If you want the smG now, don't shoot 
j^down the helicopter with a missile Launcher! 

You acquired the Submachine Gun (smG)! 

■>:> f^pprovsd 

,/ V thctics 

The following routes haue been deemed Optimal: infil- 
tration uia the rr guiet wag in JJ and Cloaked sneaking. 


6J 
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These tactics assume you haue collected a 
missile Launcher, and the Precision Scope 
from the bridge checkpoint [Objectiue 03], 
although these aren't imperatiue to your 


sui 


success. 




f^Thi 


This is the most difficult of the three main infiltration 


points. 


ion^ 


|^poi 


Plan 01: From 


the Wooded 
Road: After tackling 
the two foes on the 
road [Plan □ 2 A], get 
out of gour uehicle 
and Cloak gourself. 
Run to the large 
rock outcrop to 
the west ® . The 
sounds of water can be heard as gou close. Cloak and peer 
out of the right side near the trail. Produce gour DSG1 Sniper 
Rifle or Precision-Scoped weapon and tag the sniper on the 
scaffold tower inside the base. Then moue forward and drop 
the foes manning the machine gun nests on either side of 
the entrance. 


You can also remoue this menace with a missis 
although if gou do, the entire base is alerted! 


■miiimaiffffii 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 









Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


in the mud to fire through. Chech the sniper tower to your left 
first though and bring the enemy inside down with sharp- 
shooting or a Grenade. 

Kill four or fiue foes from behind the mud wall couer. You 
can attempt a missile Launcher attach on the incoming 
helicopter, if you want. Then scan the area forfoesj they J re 
in the buildings to your left, across the yard, and by the 
radar transmitter nearthe first snipertower. Slowly aduance 
around the shachs @ or head to the trailers © for couer, 
and begin a long, protracted fight from here. This area 
offers less line-of-sight and couer options compared to the 
opposite side of the base. 


DDUISORV 
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l^lf the helicopter begins a barrage of rochet fire at 
gour location, retaliate with missiles gourself. If gou 
don't haue a launcher, locate one under the second 
^sniper tower in the southwest area of the base. 


Cloah, 
and moue 
to the edge 
of a rope 
bridge ©. 

There are two 
emplacements 
and foes roaming 
a sand-crated 
entrance. This is 
going to be trichy! Try the following: 

Speed Sprint across the bridge. Throwing a Smoke Grenade 
to hide your path. 

Cloak run as far across the bridge as you can, then switch 
to Armor and diue into couer. 

Speed Sprint off the bridge and Jump, landing on the rocks 
below the entrance and working your way around to the 
northwest, and rr the quiet way in. JJ 


Y Plan 02: 0 
Less Subtle 
Approach: Head 
to the gap in the 
mound ©, then 
moue quickly west, 
behind an interior 
pile of mud ©, and 
use the undulation 


Plans: straight in from the Bridge 

1 Plan 01: 

Climbing 

the Sniper Tower: 

An ambitious, 
but ultimately 
rewarding plan 
[which can get 
you killed in the 
process] is to 
charge and leap 
ouerthe sand crates at the entrance ©, and then leap up 
onto the KPA jammer trailer ©. You can use the crate at the 
rear of the jammer or Strength Jump up. 

Now turn and Strength Jump to the top of the ladder, and 
into the tower itself. Look up and Punch the roof off. This 
giues you a better uiew of the incoming helicopter. Now 
bring out a scoped rifle, and Crouch, using the floor as couer. 
Bring down foes across the yard, then edge out and look 
below for others. Grenades work well here. 

UJhen the helicopter arriues, use the missile Launcherto 
tag it as it crosses aboue the base [remouing the roof helps 
your aim], or blast it or throw Grenades as it lands, or else 
shoot scoped rifle rounds into the descending Recon team 
before they disperse. 

You can also find the DSG1 with a Precision Scope up here, 
meaning you doiVt need to head to the bridge checkpoint for 
it now. 

Vou acquired the Precision Scope! 


JL Plan 02: 

Sandbagging 
and tagging: If 

you J re determined 
to engage in a 
frontal assault. 
Crouch down 
behind the sand 
crates at the 
entrance and look 
from the southwest to the north, peeking ouerthe sand 
crates at the incoming enemies. With quick bursts of rifle 
fire, or Shotgun blasts, you can down eight orten foes. 

Let them aduance to you, and use Armor or you J ll die in 
seconds. 


Speed Sprint and diue into the water below, then swim 
northwest and enter uia "the quiet way in. JJ 


02E. kpa militant ease outpost: Rope 
Bridge Entrance cnmbat 

Hans: Around and in from the noidiuinst 


Plan 01: 
Cloaked: You 

can immediately 
Cloak, if you 
hauen J t raised 
the alarm, and run 
along the earthen 
mound with the 
waterfall to your 

lefttoasmall 

grassy gap in the mound ©. Hop into the base and Crawl 
behind the trees © to recharge. Then Cloak and moue 
straight to the middle trailer [objectiuej. Grab one of the 
foes at the doorway and throw him into the other. When the 
objectiue is complete, shoot any foes from the safety of the 
doorway and Speed Sprint out and ouerto the rice fields. 


After you cross the bridge, try one of the three 
following infiltration spots: 

Plan 01.2: Turn southwest and run to the machine gun nest 
and work your way around the earthen mound ©. 

Plan 01.3: Turn north and run to the machine gun nest here 
and either leap ouer it or run around the cliff perimeter to 
the gap between the earth and fencing ©. 

Plan 01.4: Continue to the west and leap the barricades into 
the base itself ©. 


»> t # i? 
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Drop behind the rocks or couer and keep your 
Binoculars and eyes peeled forthree enemies 
uenturiny down the path toward you. Step out and 
cut them down, and watch for a third foe with a 
Shotgun; run at them with Armor on. 
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Y 02f. kpa militarrj Base outpost: 
"the ouiet uiau in" intiltration 


\nm 
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This is the preferred method of entering the military 
base outpost. Attempt this before or after the bridge 
checkpoint takedown [Objective 03). 

You can begin to locate this area after moving in 
from the following locations: 

The river after leaping from the rope bridge ©. 

The river after leaping from the cliff-side road ©. 

The river after leaping from anywhere along the 
western road ©. 

The lower part of the cliff, after jumping from the 
rope bridge ©. J 


JL Plan 01: 

^P Close in from 
any of the cliffs, 
slidiny down 
to the waters 
edye © and then 
swimming [usually 
downstream] to 
a small boat in 
the reeds ©.a 


path to the southwest that heads up the hill begins soon 
afterwards. 


When the Recon team drops in uia the helicopter, theg can 
easily outflank and ouerwhelm you. For this reason, stay at 
the entrance [and the encellent protection the sand crates 
offer] and quickly look left and right for incoming foes. The 
Recon unit tries to storm in from around the GPS jammer ©. 
move northwest slightlg, behind an interior mud mound, and 
look ouer at the tree for these foes. 


llADUISORV ' 
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If you J re being riddled with bullets, especially by the 
Recon sharpshooters, back up while facing them and 
attempt to sidestep into cover, then Crouch and lob a 
Grenade. Grenades can save your life as foes usually 
stop firing and disperse when the Grenade lands. The 
lull in gunfire allows your suit to recharge. 

Y Plan 03: Speed Kills: Another option to attempt is to 

switch to Speed, and then Sprint ouerthe sand crates 
and around either the digging machine or the trailer [ideally 
the jammer trailers ©], before switching to Armor. Keep 
to the area near the mud perimeter, though, so you aren J t 
outflanked. 

Plans: around and in from the southwest 

JL Plan 01: The 
^P Pest by the 
Nest: If you J re 
fleeing down to 
the riuer along 
the narrow ledge 
between the mud 
perimeter and the 
cliff, try mouing 
around to the 

machine gun nest to the north ©. Blast the foe here [you 
can Cloak and surprise him], then shoot foes through the 
front of the nest. Beware of teams scouting around the 
ledge to attack you from the left or right, though. Then enter 
the base by Jumping the mud perimeter and begin a slow 
aduance. 

JL Plan 02: mud Wall Cover: Another option is to maneuver 
^P around the mud perimeter wall until you have a good 
view of the base grounds ©, just right of the machine gun 
nest. You can use the perimeter as cover, ducking down if 
foes shoot at you. If you have a view of the helipad, you 
can also deal easily with the troops disembarking from the 
helicopter. 


Objective 02 
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If you J ue aborted an attempt to reach the base^| 
by the rope bridye J or otherwise caused a lot of 
noise J this three-man team is usually up at the 
top of the hill or has retreated into the base. J 

Continue up to 
the top of the path 
and a rusting car 
©■ Turn east or 
southeast. You 
can now infiltrate 
the base from the 
rear [if you follow 
the road to the 

see Path 

02H], or moue eastward along the upper lip of the cliff, moue 
along the cliff side, making sure gou don J t slip off to the left, 
until gou reach the gap between the fence and the earthen 
mound ©. 


7 ]PM 

Or, you can head down the winding road, attack the 
Transport Truck in the area, and begin an assault on 
the bridge checkpoint Objective 03B, Plan 06. Return 
here with the Precision Scope. 


HDUISORV 
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You can driue the ITU or Pichup up the undulatiny 
ground near the bridge [Objectiue 03), point the 
uehicle to the south, and clear the riuer with a 
jump — in your uehicle! 
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V 02G. kph militant Base outpost: 
ouiet map in" combat 

JL A Gap in the 
Fence: moue 
long to the gap 
between the fence 
surrounding the 
helipad field and 
the mud perimeter 
©. Look east and 
topple the sniper 
from his tower near 
the riuerside entrance. Step into a small area of mud mound 
and sand crates. 




100 


This is the perfect 
spot to begin 
a sniped and 
Scoped takedown 
of the foes in the 
immediate area, 
moue into the base 
and look left at the 
machine gun nest 
r ©. Bring down 
the foe there. Then check the auailable targets with gour 
Binoculars. Bon J t worry about the Klauons sounding; it J s 
almost impossible not to be noticed. Stay nearthe mud pile. 

The flare is 
sent to beckon a 
chopper with sin 
smG-carrying Becon 
members to land in 
the helipad field in 
the northwest part 
of the base. Stay in 
this position, which 
offers an encellent 
uiew of the field. As the chopper lands, come out of hiding 
#, and Throw two Frag Grenades right into the ground below 
the landing spot so they enplode and kill all sin before they 
disperse. The second Frag Grenade is just to be sure! mop up 
any suruiuors, then Sprint back to the couer. 

The remainder 
of the combat 
takes place 
behind the two 
trailers G3 j moue 
from crate pile 
and back to the 
machine gun 
nest area # to 
keep from being 
outflanked. Check to make sure no one is coming in from the 
cliff path you took to get here. Gradually edge forward as 
you defeat the remaining foes. Bemember to look under the 
trailers and shoot yourfoes J feet. 


opTinnu PRTH 
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When combat is over, return to the bodies of the U 
Recon unit that fell from the helicopter and stock up 


on smGs. 


■ Getting in 
Here Unnoticed: 

There J s a method 
to reach the KPA 
trailer with the 
encauation base 
information on it 
without raising the 
alarm. Begin at the 
gap in the perimeter as normal, but stay Cloaked. Head out 
into the helipad, hugging the left wall in a running Crouch 
and recharge at a barrel #. 

Cloak again and moue to the trailerto the right of the middle 
one IS and hide behind the doorway. Then moue into the 
middle trailer and shoot the two foes inside. The objectiue is 
complete, but unfortunately all foes are now alerted! 
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Y0?H.m military Base outpost: 
Attaching front the Rear (infiltratimi] 


(7)1 pointtH 

This is a good way to enter the camp, and you can i 
choose two areas of entry: uia the road J or uia the top 
of "the quiet way in JJ path ©. 



JL up the Winding 
Road: From the 
bridge, and ideally 
with the Precision 
Scope, trek up 
the middle of the 
road, ignoring the 
winding corners. 
Scan the area for 
a Transport Truck if 
one hasn J t arriued yet and shoot the fuel tanks on the side 
of the Truck or begin combating a sguad of Special Forces 
troops. Continue up to the top of the winding hill ®, and 
then peel off to begin the base assault in one of four main 
directions: 

Uia the cliff-side enterior fence [outside] until you reach the 
gap between the fence and the earthen mound ©. 

Quer the fence to the helipad field ® . 

Around the right side of the fence to the main 
entrance #. 

Up into the wooded ground looking ouerthe base ®. 
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Y obi. opo militaru Base outpost: 
nttaching from the Bear (combat) 

Y Another Gap in the Fence: Vo u can moue around the 
perimeter of the fence by the cliff path to 02D.4 and 
begin these infiltration plans [02H]. 
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Driuiny up the grass between the winding road u 
sections is the safest and quickest way to couer this 
area. 


The 

Helipad 
Dash: 

Or, you 
can moue 
up along 
the perimeter 
wall heading south 
until it becomes short enough to leap ouer © Cloak and 
leap the fence, and then take up refuge by the large boulder 
and scrub in the northwest corner of the helipad. 

Crawl and set up a sniping camp. Use the Precision Scope 
and take down either of the snipers in the towers, or another 
enemy you spot. When the helicopter arriues. Cloak and 
wait, then launch missiles into the craft as it deposits the 
Recon team. Vou catch both in the enplosion, but they drop 
the smGs. 

Or, shoot down the chopper, then switch to a rifle and gun 
down the Recon foes as they aduance. Finally, wait for more 
foes to enterthe helipad looking for you, and continue the 
sniping plan until there J s only stragglers left. Then enter uia 
the perimeter fence, and run to Waypoint ©. 

Y main 

Entrance 
mayhem: If you 
want to try forcing 
your way through 
the main road and 
machine gun nest 
cent to the helipad, 
try Cloaking and 
mouing along the 
perimeter wall 0. optionally Cloaking and heading behind 
one of the concrete barriers 0 before bringing out a scoped 
rifle. Tag the Special Forces foes standing by the nest and 
warehouse building, then moue to the perimeter fence near 
the warehouse 0 

Stay in this warehouse area and blow up the Transport Trucks 
if any are here, mopping up lightly armored Scouts as the 
helicopter flies in. Take couer nearthe warehouse or by the low 
fence 0. and greet the dropped Recon team with Grenades, 
missiles, or blast them with scoped rifle fire from couer. 

make your way 
along the right 
side of the road, 
cautiously checking 
the foes with 
your Binoculars to 
make sure none 
are outflanking 
you to the left and 
right. Vou should 
be uery wary of 
the remaining 
foes, as they are 
in and around 
the jammer, the 
digging machine, 
and fiue trailers in 
this area, moue to 
a perimeter so you 
aren J t outflanked, 
and carefully tag 

them all with long-range fire, hit-and-run tactics, or euen an 
LTU turret. Then enterthe middle trailer. 
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metal Cases [two sizes] 


metal Cases on pallet [Strength Punch them] 


Pallets of bags [near trailers. Strength Punch them] 
Large wooden crates 


metal, two-wheel crate dollg [outside outbuilding] 


Tables [middle trailer] 

Hospital stretcher [left trailer] 


Bottle of enplosiue liguid [inside outbuilding] 


Dbjectlue completed 


When gou finish 
securing this 
outpost, moue to 
the middle trailer 
[checkpoint]. 
Strickland uploads 
a more precise set 
of coordinates for 
the encauation site. 
Now moue to the 
trailer opposite [unless gou J re fleeing the base] and stock 
up on the following items: Shotgun shells, Frag Grenades, 
Grenade Launcher, Smoke Grenades, and Rifle ammunition. 

As gou emt, do one last check for ang remaining foes. 

Also remember to search both sniper tower areas for the 
dropped GSG1, which has a Precision Scope. If gou need 
missile Launches theg are in the base J s southern corner, 
near a machine gun nest ouerlooking the rice fields. Use the 
Scope on gour SCAR, FY71, or smG. Pick up smGs and ammo 
from the helipad, where gou slew the Recon team. 

If gou successfullg complete this objectiue, gou J ll 
proceed directlg to Objectiue 04. Skip Objectiue 03 [shown 
nent]. 
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Y 021. KPfl military Base outpost: 

The crazy options 

JL Booing Cleuer: If gou J re taking the back wag into the 
^P base, gou can find a pallet of stacked metal containers 
and a rusting car. These can be Strength Punched and used 
as mouable couer. 

Y Stretcher Punching: You can also punch the tables and 
hospital beds to the doorwag while gou J re inside the 
trailers. These stop foes from coming in, and gour enemies 
are thus depriued of couer. 

Y Raise the Roof: Stand under the warehouse or 

outbuilding roof and Strength Jump, then guicklg 
Strength Punch, and the roof section goes flging and 
tumbling through the skg. Look in the direction gou want it to 
soar, so that it lands on foes. 


Barrels 


Ji Object Hurling: 

^P The following 
objects, which are 
scattered through 
the base outpost 
unless otherwise 
stated, can be 
used as impromptu 
and usuallg blunt 
weapons: 


If you J re out of ammunition^ run to the open u 
trailer in the middle of the base outpost to 
[^replenish your inuentory. 

Oriue-ln 
Oestruction: 

If gou haue the LTU 
from gour bridge 
checkpoint sortie, 
driue it through 
the main entrance, 
shooting foes with 
the turret. Continue 
slowlg, mowing 
down foes left and right without hauing them attack from all 
around. Park on the road ouerlooking the helipad, then mow 
down the Recon team landing there. Finallg, moue to the 
center of the base to complete gour strafing. 


HDU SORV 


JL Sniping from 
^P the Woods: 

This uariation on 
the main attack 
plan is most 
useful when gou J re 
eguipped with the 
Precision Scope, 
moue from the 
concrete barriers 
near the entrance © while Cloaked, and go up into the rockg 
woodland ouerlooking the base © 

Begin eliminating foes from this uantage point, but don J t 
uenture too close to the rice fields or gou J ll be hit bg more 
foes. You can blast the Recon team as theg land from the 
helicopter from here, too. Use Strength and the 4 h zoom [02] 
to reach full range. 
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Objective 03. Investigate the Western Hoad 


"We're picking up a vehicle 
heading gour wag with a 
heavg guard!" 

— major Strickland 


1 Plan 02: LTV 
^P Strafing: 

Alternative^, if 
your LTU is in good 
shape, you can 
accelerate with 
Boost and ram the 
front foes while 
shooting those 
to the sides with 
your turret. Then slow your uehicle and strafe the Trucks 
gunner and driver, or else guicken gour pace and continue 
driuing down the road. Bptionally, you can get out and 
mop up suruiuors on foot or reuerse and use the turrets 
firepower to blast them. 

Y Plan 03: Outflanked on the Left: Another option is 
a uariation on the following set of tactics. As 
Strickland mentions the incoming Truck, leap out of the LTU 
and trek along the road J s left side near the cliff ©, making 
sure gou Cloak gourself. Head around the Transport Truck 
so gou haue a good shot at the fuel tank while the Truck 
passes gou. Then blast the tank and begin combat. Trg 
some of the following: 


POINTER 


This entire area of the map, from the conti 
uation of the Western road, to the bridge 
barricade point, is purely optional. It can 
be ignored, attempted prior to completing 
Objectiue 02 (recommended], or attempted 
after you finish Objectiue 04 after night falls 
[with many more enemy incursions). 


[wi 


_ tr 

Speed Strength 
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03A. Transport Truck Tahedauin 

I 

We recommend that you trauel along this road by 
LTU, disembarking before engaging each hot zone. 

This way you reach your combat destinations more 
guickly. 

1 Plan 01: 

^P Disembark 
and Cover: Driue 
west from the 
barricade or the 
cliff path junction 
©. Strickland 
radios in to let 
you know hostiles 
are up ahead 

with a heavily guarded transport. As soon as gou receive 
this message, look for the small metal fence area to gour 
right © and get out of the vehicle. Quicklg Cloak and run 
northwest up the tree-covered bank. 

This bank 
continues up to 
a rocky ledge 
© overlooking 
the road to the 
west. This is a 
prime spot for 
checking on the 
incoming Transport 
Truck, which is 

flanked bg about five Special Forces and five Scouts, some 
of whom are riding on the vehicle. You can now begin a 
favorable attack pattern from this upper vantage point. 
Strafe the front foes and take two or three down. Then 
Throw a Grenade under the Transport Truck so it euplodes 
while gou target the truck gunner. 
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as cover. 


Crouch or Crawl, then stand if you need to fire at n 
foes directly below you. Use the edye of the ledye 

J 

Continue to hide 
and snipe at foes 
below, checking 
the location of 
the remains of 
the force using 
gour Binoculars. 
Dptionallg, gou 
can Strength Jump 
across the gap 
to another area of upper forest ground © and run down 
looking left. Here, gou can easilg destrog the fuel tanks on 
the Transport Truck and halt any remaining foes trying to 
flee. 


f 
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Y Plan 03: By 
Foot [Road): 

If your LTU has 
been damaged 
you can still 
take down the 
checkpoint by 
Speed Sprinting to 
the turn in the road 
© and bringing 
out gour scoped rifle. Plug the two Special Forces bg the 
ammo shack as you head down the hill. Stay at entreme 
range so gou can blast them if they run at you. 

Then Speed Sprint to the road J s right side, maneuuering 
so you reach the Transport Truck as it arriues ©, and 
shoot the gas tank. Then moue around the burning wreck, 
dropping to use the concrete barriers as couer and finishing 
off ang stragglers. 

Y Plan 04: 

By Foot 

[Off-Road): Follow 
the route through 
the upper wooded 
area to the right 
of the checkpoint 
but instead of 
driuing through the 
woods [as in Plan 
G2], use Speed Sprinting. Arriue at ©, but stay in the trees 
to re-energize while you blow up the Truck. Then dash down 
behind the concrete barrier and engage in a fierce firefight. 
Gptionally, you can do the following: 

Throw Smoke Grenades at the machine gun nest tackle 
the foes in the ammo shack, then take down the foe in 
the nest. 


Throw Frag Grenades to clearfoes in both areas. 

Engage in dangerous Strength Jumping, Throwing objects 
or Strength Punching at foes as they scatter in fear. 


Don J t blow up the Transport Truck instead Strength Jump 
into the Truck, punch or shoot the gunner and anyone 
riding in the uehicle, and then use it as couer. 


Or, Strength Punch the LTU or Pickup into enemies [but 
don J t punch the Truck as it J s too heauy to flip ouer onto 
foes]. 


The following objects can be hurled in this area: 
Shopping cart [under tree by nest] 

Black trash bin [side of ammo shack] 


Barrels [by right side of shack, and near riuer] 
Large wooden crate [rear of ammo shack] 
Green bin [front corner of ammo shack] 


metal two-wheel crate dolly [front of ammo shack] 

Y Plan 05: Flammable Shack: There J s a flammable 
bottle in the back of the shack that J s uisible 
through the front doorway. If you haue a steady and long- 
ranged aim, gou can hit it, exploding the building from 
the inside and wounding the two nearby guards in the 
process. 


Cloak and attack each foe one at a time. 

Speed and blast at close range with the Shotgun, 
dodging attacks. 

Use Strength and leap onto the foes as theg run. 
Punching them down. 

Y Plan 04: missile madness: ft final discretionary 
option is to fire a missile directly into the Truck, 
which easily remoues the main gunner and some of the 
crew sitting on the rear of the uehicle, and then attack 
using tactics described in Plan 03. 
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03B. Bridge checkpoint Tahedaiun 


1 


All of the following plans offer aduantageous 
options. The onlg tactic not recommended is to run 
in with gour weapons blazing. 


1 Plan 01: By ITU [Road]: Head down the road past the 
^P burning wreckage of the Transport Truck you took out 
and maneuuer onto an open hill. Ignore the road as it bends 
left and right. Instead, driue ouer the rough grass on the 
right © and back onto the road, rejoining it ©. 

Slow down as you reach the bridge checkpoint and cut 
down the two Special Forces by the shack opposite. Then 
bring the turret to bear on the foe inside the machine gun 
nest as he tries to run. Finallg, edge forward and hit the 
fuel tank of the Transport Truck before it deploys the three 
Scouts, nullifying this threat in seconds! 


Y Plan 02: 

By LTU 

[Off-Road): Only 
slightly less 
proficient is 
an outflanking 
moue you can 
try in your LTU. 
Briue downhill, 
but when you 
reach the area of 
rough grass, turn 
sharply right and 
driue up and onto 
the wooded hill. 
Boost and driue 
in a due westerly 
direction. Boirt 
strike any trees 
along the way, 
and Handbrake left as you emerge © behind the Transport 
Truck! 

Edge forward and enplode the Truck's gas tank, then 
strafe the machine gun nest to the left of it. The three 
Special Forces foes haue more time to seek couer in the 
ammo shack, but your turret can finish them, or you can 
hop out and complete the task on foot. 






ADUIS1 


The Precision Scope is an eHcellent addition to your^| 
rifles. Mount it on the SCAR, FY71, or Submachine 
Gun, as well as the DSG1. You don't need the DSG1 
Sniper Rifle to take the Precision Scope off it. 


Objective 04. Proceed to the EHcavation Site and Rescue 
Or. Rosenthal 


"I suggest gou tahe a vehicle and 
sticli to the road!" 

— major Strickland 
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Now you should rummaye around in the U 
amnio shack, which liues up to its name. 
Inside are missile Launchers [and on the 
grass nearby), DSG1 Sniper Rifle, Precision 
Scope (on Rifle), Rifle ammo, and Frag, 

I Flash, and Srnohe Grenades. 


You acquired the Precision Scope! 


JL Plan 0G: From 
the military 
Base Outpost: This 
tactic should 
be attempted if 
y □ li j re mouing in 
from either the 
base down the 
winding road ©, 
or the other side of 
the riuer, or from the riuer: 

Run toward the bridge, but don J t cross ouer it as you J re 
an easg target. Instead, cross the riuer under the left side 
of the bridge, heading northeast. If gou hauen J t defeated a 
Transport Truck with four Special Forces, it trundles down 
the winding road. Stop at the tree on the far side of the riuer 
© and check the Truck's location with gour Binoculars. 

This alerts the foes 
at the checkpoint, 
and mag bring in 
additional foes uia 
chopper or truck. 
Now Cloak and 
moue around and 
behind the ammo 
shack, then line 
up the two Special 
Forces foes, one behind the other, and blast them. If there 
are no reinforcements, it J s a quick gunfight afterward, so 
use the fence surrounding the ammo shack as couer. 

Or, gou can pick up one of the missile Launchers lying 
around and shoot it into the Transport Trucks. 








■ 


Beware of additional troops! If you see a second 
Troop Transport coming down the winding road 
from the military base outpost, be sure to destroy 
its fuel tank as a squad of four Special forces 
is deployed. They aren't as easy to down as the 
^Scouts on the back of the first Truck! J 


mm 

You should now attempt to secure the military base^ 
outpost [Objective 02]. The road to the northwest, 
where the Troop Transport Truck came from, 
leads to unpleasant swamp ground and an empty 
graveyard. Return here later. 
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When you stop to fire, mahe sure you're on a rice 
paddy, not on the lower yround between two 
paddies. The paddy is hiyher up, making your 
targets easier to aim at. 


Part 01. Negotiating the Rice Paddies 


G^IK 


JL Riding Through 
the Rice: Enter 
one of the two 
parked LTUs [as these 
aren J t damaged, 
if you J re driuing 
one already], and 
driue guickly [using 
Boost] southeast across the bumpy rice paddies. The 
machine gun turret is enceptional for taking down the 
dozen or so foes that lurk in this water-filled bog. The 
minimal couer means you can easily eliminate them. 


Driue to the right 
turn © in the road, 
hauing ignored it up 
until now, and slow 
down as you reach 
the paddy farm with 
a small house neut 
to a garage shack. 
There are about sin Special Forces soldiers here. 
These take twice as many shots to kill, so slay the 
one by the machine gun nest © first, then slowly 
driue around the road and strafe the others. You can 
elect to get out of your uehicle [your tactics change 
if you J re on foot], or you can driue east, south, and 
then southeast toward a ford in the riuer © and the 
fishing shacks. 
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04n. The Killing Fields 


Now trauel [using 
Speed and then 
Armor or Strength 
when you J re 
firing] to the 
wheelbarrow in 
the middle of 
the field © and 
the palm tree 
to the left of it. 
make sure you only run here when the enemies left are 
on the far southeastern side of the field. Snipe them, 
optionally mouing to the Transport Truck © to hide 
if go u J re being struck, then mo ue to the burned-out 
uehicle ©. 
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Stay away 
from the wooded 
area near the 
farmhouse 
©, and check 
your Binoculars 
to ensure that 
no more foes are 
in the fields on 
the other side of 
the road barriers ahead and left. Then Sprint there for more 
couer © You can check the lower paddy fields for signs of 
KPA Scouts. When the coast is clear, turn southward, and 
attack the farm [Plan 02 onward], or moue east and join the 
bank of the riuer [Plan 04]. 


Y Plan 02: 

Farmhouse 
Takedown: There 
are sin KPA 
Special Forces 
guarding a farm 
and warehouse 
© . Try one of the 
following tactics: 
Cloak and moue 
to the tree near the fence to the left of the road © and 
bring down the foe underthe warehouse. Swing right and 
drop the foe standing outside the farmhouse, then hop 
ouerthe fence and slay a couple of foes nearthe machine 
gun nest. Turn east and tag foes around the warehouse, 
optionally entering the farm for more couer, then proceeding 
out the other emt to outflank them ©. 

Cloak [Crawl when you J re re-energizing] and moue to the 
southwest heading for the rock perimeter. Sneak down 
to UJaypoint © and face the farmhouse. Snipe the three 
soldiers by the road machine gun nest, then Speed Sprint 
in and finish the rest. Dr, stay at this sniping spot under the 
couer of bushes to finish the job. 

Dr, charge the farm and Strength Jump onto the roof, firing 
at foes, or begin to Strength Throw objects like a maniac. 
Use objects such as: 

metal weapon crates [both sizes] 


Wheelbarrow 


Green bin 


Large wooden crate 


Barrels 
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Y Plan 01: 
Rumble in 
the Rice Patch: The 

second tactic is 
dangerous but uery 
satisfying if your 
aim is true. Stand 
by the LTU nearthe 
base outpost and 
look southeast. 

Use the low concrete barriers as couer, and shoot the three 
or four incoming foes before they return the fauor. 





Lumber piles 

Sacks on pallets [underthe warehouse]. 

Rusting washing machine [in woods outside farm] 



When gou J ue 
finished securing 
the farm, go down 
the road to the 
ford ©, or moue 
eastward to the 
riuerbank and 
check the fishing 
huts from this 
location ©_ 


Plan 03: You can reach ouerlooking the fishing 
■ huts, bg driuing like a madman across the paddg 
fields, around the left side of the road fencing, and then 
parking at the riuer J s edge. Dr, gou can driue through 
the gaps on the right side of the rockg outcrop, ouerthe 
saplings, and jump the riuer in gour LTU! 



Y Plan 04: 
Along 

the Riuerbank: 

Ignore the rice 
field snipers, and 
instead head to 
the southeast 
corner of the 
outpost, bg the 




riuer 
©. Drop 
down 
to the 
waters 
edge, 
and run 
along 
the riuer 
in a southerlg 

direction, and loop around to the other shore until gou spot 
the first fishing hut at Wagpoint ©. 
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Before you go into the forest, be sure you check 
inside the farm for a stash of ammunition, including 
SMGs. This is the optimal place to stock up on this 
preferred gun. At the farm gou can get smGs and 
amnio, FY71 guns and ammo, DSG1 Sniper Rifle 
and ammo. Frag Grenades, and missile Launchers. 
Remember to mount the Precision Scope and 
Silencer on gour smG. 


Part 02. Fishing Shack and Forest Infiltration 
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04C. Driuing to the main Base 


./ V THCTICS 

LTU Ride: Cross i 
the ford in the 
riuer and immediatelg 
tackle two foes to 
gour left, standing 
near a group of 
fishing shacks Cl , bg 
ramming the first and 1 
shooting the second. You can enplode a propane tank in 
this area to help rid gourself of the third foe near one of 
the outbuildings. Stop and shoot ang foes gou mag haue 
missed. Driue to the fork in the road 

Turn left and gou 
arriue almost 
immediatelg at a 
second set of fishing 
shacks #. Strafe the 
area ahead and right. 
Two foes are in this 
building and another 
couple are to gour right, farther along the riuerbank. 
make a mental note [and check the map] as both sets 
of huts hold a Small Patrol Boat gou can use to escape 
after this objectiue is complete. 





JL Second 
Recoil Team 
Takedown: If gou 
hear the sounds of 
a helicopter, get 
out and run up the 
bank and around 
to the southeast 
.ft , and up onto 
a grassg plateau. 

A sguad of sin Jungle Recon foes with SmGs is readging to 
land. Dse the missile Launcher [taken from the farm building, 
or from the crates bg the fishing hut gou just passed] to 
shoot the chopper out of the skg when the foes are about to 
disembark, if gou need their ammo, or earlier if gou don J t. 

Now take the road J s right fork and head into the forest 
before beginning one of the Paths [04F onward] to assault 
the domed encauation site itself. 



Armor 


»> 

Speed 


Strength 


Object 


'OPTIOnRI PRTH I 

_ ’ rr " J, <1^— 

Gun Add-On Grenades Explosives Vehicle 


040. Fishing Hut fracas 


You also haue the option to charge in with a 
Shotgun and make a lot of noise, but this isn J t 
couered here as it relies on the usual method: find 
couer and blast auuag. 
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04F. {nation site: intiltration points 


1 Plan 01: 

^P Dealing uiitli 
the Jungle Recon 
Unit: There are two 
two-man Recon 
units patrolling 
this forest and 
they J re easy to 
spot: They’re 
carrying flash- 
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Shoot the foe behind the window before he sees m 
you, or he drops the window guard down, causing 
you to rnoue to the side doors [or Strength Punch 
through the wall!) to defeat him. 

Y Plan 02. Wheelbarrow Rampage: Or, you can utilize the 
many dangerous implements lying around: 

Barrels 

Outboard motor [outside first shach] 

Bag of rice [inside first and second shach] 

Fishing net and cages [outside first shach and third shach] 
Shopping cart [outside second fishing hut entrance] 

Green bins [grounds of second fishing hut area] 
metal two-wheel crate dolly [boathouse in second area] 
Wheelbarrow [side of third shach] 

Large wooden crates 
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Ji Plan 01: 

^P Through the 
murkg Waters: 

From ©, scan 
the second set of 
fishing huts © 
and cross the riuer 
while Cloaked, 
recharging while 
Crawling at the 
tree ©. moue right around the boathouse, and slay both 
foes in the third fishing hut plus the foe who runs in to 
help. Then turn and run up the hill to the initial huts with the 
propane tank Cloak-kill the three others. 

Y Plan 02: ITU Jump: If you J re driuing off the rocky outcrop 
like a madman, aim to the left of the tree o to land 
in the water, and use the turret to slay both guards. This is 
spectacular, but your LTU is now useless! 

1 Plan 03: 

?P lakeside 
Takedown: From 
you can 
optionally turn 
and swim across 
the riuer to the 
northeastern edge 
©, then Speed 
Sprint along the 
perimeter rock wall, heading east. When you reach the end 
of the riuer ©, continue into the forest or turn southwest. 
Tag the foe on his own to your left by the riuerbank. Then 
tag the foe standing to the right of the building. Finally, 
shoot the Sguad Leader as he mills around looking for you. 
This is combat from eutreme range, so use Strength to 
steady your shots. 


I 


HDUIBDRV 


2 


Take one of the two Small Patrol Boats [from the 
boathouse J or moored on the stretch of riuer near 
the small waterfall) and maneuuer it to Waypoint 
© for a quick entraction. 


Affin the Flashlight to your fauorite weapon, but be 
careful as this can hinder your stealth. 


Plan 01: SMG 
Slaughter: 

Run across the 
riuer and Cloak 
yourself near 
the tree on the left 
©. Bring down the 
first foe. Cloak and 
uenture left past the riuerside shack. Look east, toward the 
warehouse, and bring down the othertwo foes in an instant. 
The smG is an incredible weapon, and it’s euen better when 
silenced! If you don J t haue one yet, use the Shotgun or Rifle to 
eliminate the Recon team to grab the smG. 

Switch to Speed, 
then Cloak as 
you creep down 
to the metal 
fence by the 
entrance to the 
second fishing hut 
area #. Recharge, 
then Cloak and 
moue to the 

middle of the area by the missile Launchers on the crate. 
You can then cut down the two foes by mouing in from the 
left or right side of the house. If a shot rings out, the third 
foe up the riuer comes to inuestigate. Check where he is 
with your Binoculars before you finish him. 


if v 
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lights. Optionally deal with them, especially if you aren J t 
attempting a ramming raid of the encauation site [Optimal 
Path 04G]. If they are far away, check with Binocular 
Crouch, employ Strength and cut them down with Scoped 
smG fire. If they are close, outflank them with Cloak and cut 
them down with regular smG fire. 

Y Plan 02: Follow the Path: If you moued along the 
path to the right of the third fishing hut, near the 
helicopter landing plateau you can follow it as it winds to 
the main road 9 Collect a rusting washing machine # to 
throw at a Recon foe along the way. 



ODUISORV 


If the foes shine their flashlights in your face, U 
simply aim at the middle of the flashlight. Vou J ll 
always strike the foe. Eapert marksmen like to aim 
slightly higher, where the foe J s head is! 



Trudge ouerthe ground, watching forthe two snipers on 
towers inside the base. You now haue four possible infil- 
tration places: 


Infiltration 
Point 01: 

Perimeter Wall Hug 

the northern rock 
wall perimeter, 
following it 
eastward, and 
outflank the 
entire base. 

Turn southeast 
when the rock wall forces you to then keep on the 
high ground. You can snipe at any time as you ouerlook 
the base, but a better plan is to ignore the foes and stay 
Cloaked. Reach a promontory ouerlooking the rear entrance 
to the prefab corridors adjacent to the dome #, Cloak and 
drop down, scurrying inside to complete the objectiue. 



Infiltration 
Point 02: 
Northwest Sniper 
Tower: Or, you can 
bring a steady 
hand and down 
both snipers on 
the towers with 
Scoped smG fire 
[or your DSG 1], 





then run a long flanking route northeast before 
turning when you reach a tree you can run under 
and an embankment you can climb f3 . Head 
southeast and enter uia the perimeter mud wall 
just left of the sniper tower #. 


v 

Infiltration 
Point 03: 

Western Nests: 

Head east through 
the forest, mouing 
in a direct path 
and looking for 
a patch of green 
earth to climb up #. Real with the snipers in the right 
tower, and then quickly slay the foe in the machine gun 
nest to the right #. moue past and hop ouerthe mud wall 
perimeter near the trailers #. 


Y Infiltration 
Point 04: 
main Entrance: 

This tactic is only 
aduantageous 
if you J re driuing 
through the gates 
in an LTU [Path 04G]. 
If you J re on foot, 
moue along the 
south rock wall of the forest heading east. Cloak as you 
approach the base and deal with the sniper with Scoped 
smG fire. Cloak and pass to the right of the orange refuse 
containers, then hop ouer the mud perimeter wall to the 
right of the gate. 


jgj 
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You may be able to tear through foes quickly 
with SMG fire, but don't foryet an oft-overlooked 
weapon: your single Pistol! Remember the single 
Pistol can be aimed (double Pistols can't, so drop 
one but reload first!]. Try aiming for head shots 
at the Jungle Recon team. Try expending only one 
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04G. Excavation site: Ramming speed 

-j- -J . «=i ppROveo 

y* .*- - ,/ v TRCTICS 

JL Take the right 
fork at the turn 
near the fishing huts 
and Boost along the 
forest path, heading 
in an easterlg 
direction. You reach 
the encauation site, 
which is heauilg guarded. Howeuer, gou don J t need to 
worrg about guards; driue around the concrete barriers 
and smash through the gate ©. If gour LTU is damaged, 
get out and driue the one parked to gour right or use 
the Pickup Truck. 

You haue two paths to take. Head straight as the 
dirt road splits ©, weauing to the left of a digging 
machine, and then turn sharplg left, going down into 
a bunker near a Transport Truck ©. Stop here and lag 
waste to the machine gun nests on gour left and right. 
Then turn gourturret and slag ang nearbg enemies that 
are firing at gou. You should haue run ouer a few, too. 

Or, gou can skid left at the junction ©, driue 
past some trailers, then take an immediate right 
© down to the Transport Truck and bunker ©. Train 
gour weapons on the metal prefab base building 
doorwag to the northeast. Slag angone who comes 
out. 

When the coast is 
clear, or gour uehicle 
is almost readg to 
euplode, jump into 
the Transport Truck 
and use its machine 
gun. Alternatiuelg, 
gou can run gour 
uehicle toward the largest enemg group and bail out at 
the last second. Take aduantage of the chaos to Cloak 
and kill. 

Or, switch to Armor and Sprint into the doorwag. 

There mag be two orthree Special Forces soldiers 
in here. Slag them but push forward quickly, then 
turn left. At the junction ©, turn right and push the 
button that opens the door into the Encauation Site 
[objectiuej. 
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Add-On Grenades Explosives Vehicle 



j RDUISORV ' 


The basic tactics of moving from cover to cover, u 
and using Scoped SMG fire [then switching to 
Scoped FV71 fire when gou run out, or, if gou prefer. 
Grenade launching] is bg far the best alternative to 
the Optimal Path. The following tactics assume you 
are using this plan: 

Eupect around 20 foes. 

Pay attention to the three sniper towers if you 
haven't dealt with the foes up there. 

The two machine gun nests in the trench area are 
re-manned consistently, so heep checking for 
fire from there. 

Be sure to visit the weapons trailer [near the 
middle sniper tower] to stock up on the following 
ammunition and weapons, prior to reaching the 
dome [use (T) to knock the locks off the cage 
doors): Shotguns and ammo. Submachine Guns and 
ammo, FV7 1 ammo. Frag Grenades, Rifle Grenades, 
and Grenade Launchers. 

JL Plan 01: From 
Infiltration 
Point 01: From 
the woods just 
outside the lip 
of the base 
Hi , moue down 
the sloping trail to 
a tree and small 
boulder #. Deal 
with the snipers on the towers from entreme range, and 
while Cloaked, moue around to the machine gun nest and 
drop the gunner, then the foe in the nest opposite. Then, 
gou can: 

Drop into the large trench bg the front emt to the domed 
prefab structure © and lob a Frag Grenade in to clear three 
Special Forces foes inside. Lag Smoke to gour right if foes 
are coming down from the trailers, and head to the domed 
door at once. 

Dr, better get, dash along the muddg upper perimeter and 
down the back of the base perimeter to the rear entrance 
and storm inside I . 

Y Plan 02: 

From Infil- 
tration Point 01: 

The following 
additional tactics 
can be attempted 
from here: 

You can Crawl 
and snipe 
incoming foes 
from the trailer area. 

You can Strength Jump on top of the green prefab corridors 
and use the rear entrance. 

You can climb to the top of the dome, and Crawl, using it 
as a sniping position ouerlooking the entire encauation 
site. 




\\ 
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JL Plan 03: From 
^P Infiltration 
Point 02, Right 
of Fence: After 
defeating the 
snipers, you can 
hep euer the mud 
perimeter en either 
side ef the fence 
[left er right]. If 
you chose the right, drop down by the base of the sniper 
tower H5 . This is the preferred spot to hide and bring down 
at least a dozen foes, as you J re unlikely to be attacked from 
behind. 

From here, when 
there J s only one or 
two foes attacking 
you intermittently, 
you can moue 
south toward the 
trailers (| and 
face into the base, 
using the trailers 
or digging machine 
arm [you can sgueeze into the scoop if you wish], and train 
your sights on the main entrance near the radio tower. After 
a protracted combat, moue to the weapons trailer to re-arm, 
then moue down into the trench H7 and engage foes 
outside the prefab structured entrance. 


PJjDUISORV N 

Remember you can fire through the gaps in the 
digging machined tracks and under the trailers. 

Head to the southernmost trailer and grab any 
ammo you need before you go northeast down the 
trench. 

Y Plan 04: From Infiltration Point 02: You can also try 

climbing up the sniper tower and using its floor and 
sides as couer [plus Crouching and Crawling], and slaying 
the foes from this uantage point. Dropping Grenades 
orfiring missiles is also a great way to clearthe area. 
Continue this until no one is left or you want to moue to 
the trench #. 

Y Plan 05: 
From 

Infiltration Point 
02, Left of Fence: 

moue onto the flat 
earthen ground 
l and you realize 
there J s not much 
couer. Instead of 
Sprinting down 
into the trench, stay by the low metal fence, shielding 
yourself from both machine gun nests. Look east to 
southwest, and back again, dropping foes and then hiding 
behind the fence. This is the best place to be to deal with 
the bulk of the troops. Then head into the trench H? , or 
better yet, skulk along the perimeter mud past the machine 
gun nest to the back entrance P. 


Y Plan 06: From Infiltration Point 02: Other 
discretionary tactics can be attempted, 
such as the following: 

man the machine gun nest and strafe the other 
nest and main trenches [but watch for foes 
attacking you from behind]. 

Chop the two support posts from any of the 
shacks and use the roofs as couer, optionally 
Strength Punching them toward clusters of foes. 

Use the barrels and other objects [orfoes] as mouable 
couerto pick up and absorb enemy fire. 

Leap across from the machine gun nest to the top of the 
metal prefab and then to the dome roof. 

JL Plan 07: From 
IP Infiltration 
Point 03: If you 
moued to the 
left side of the 
sniper towerto 
the machine gun 
nest shack to your 
right #, hop ouer 
the sandbags, and 
use this nest as the ideal couer spot to tackle the incoming 
foes. You only need worry about Grenades. You can now 
follow any of the plans from Infiltration Point 02. You J re in 
the same general area. 

Head to the shack with the pallets mo and back into the 
nest to coan foes out. Or, you can run to the sniper tower 
near the ammo trailer mi and use the metal enterior wall 
for couer as you methodically plow through foes. Gradually 
head down to the trench area §>. 

JL Plan 08.1: 

^P From Infil- 
tration Point 

04: This area is 
another great 
place to begin 
a concen- 
trated, mid- to 
long-range 
takedown of the 
20 or so foes in this encauation settlement. Begin just 
to the right of the gate at the foot of the sniper tower 
mu . You should haue taken out the sniper while coming 
here from the woods. 

Step ouer the 
muddy perimeter 
and look to the 
north. You can 
use this muddy 
wall, the base of 
the sniper tower, 
the rear of the LTU, 
the sand crates 
by the gate, and 
any of the couer in the propane shacks [encept the tanks 
themselues!] to fire from. Stay in this area, tagging foes as 
they head toward you. There J s usually no need to check 
behind youj all enemies are heading roughly southward. 
Once little to no resistance is left, try some of the following 
plans: 
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Y Plan 09: Remember you can ignore the stealthy 

aspects of infiltrating this area, and instead make 
Speed Sprints and Strength Jumps all the wag to the front or 
back entrance of the dome. 

Y Plan 10: Rememberthat debris and scenic objects 
make great bludgeoning tools! Trg the following: 
Barrels 

Large wooden crates 

Stacks of lumber [Strength Punch to loosen the pile] 

Pallets of metal cases [Strength Punch them] 

Bottles of liguid nitrogen 
metal weapon cases 
metal two-wheel crate dollg 
LTU [Strength Punch it] 

metal sheluing and tables [inside Domej Strength Punch them] 

When you haue negotiated your wag past the four Special 
Forces foes in the dome corridor itself [trg lobbing in Frag or 
Flashbang Grenades, then bringing them down with Shotgun or 
rifle head shots], moue to the side junction and Use the kegpad. 

Vou enter the domej where Dr Rosenthal is argLiing with 
General Hgong over a satellite feed regarding the rr relic JJ 
the archeologist is currentlg prodding. Rfter a bitter 
argument the relic sends out a massive burst of energgj 
freezing Rosenthal and cutting off Hgong. The entire 
chamber is completelg frozen solid! 

4" You encountered Dr. Dauid Rosenthal! 

:jf You encountered General Ri Chan Kyony! 


ADUISORV v 

ember that you don J t need to worry about u 
lg down every foe prior to entering the dome! 
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moue northward and hide in either white metal 
W container [this is encellent for ducking down into to 
* auoid being struck]. 

Head into the trailer area to restock gour armaments, 
then dash down into the trench #. 

Dr, head to the northeast and maneuuer around the 
digging machine [Plan 08.2]. 

Plan 08.2: Continue 
mouing northeast 
using the white 
metal container 
[ H13 j hop in uia the 
crate or Strength 
Jump] or the pile of 
concrete barriers 
to gour right H14 . 
Concentrate your 
fire on the machine gun nests, then trg one of the following 
plans: 

Dash down into the trench 117 . Remember, gou can 
Strength Jump up onto the higher ground if gou J re being 
swamped. 

Dash to the machine gun nest ouerlooking the dome 
entrance H15 and use a mrnture of machine gun and 
regular gunfire to strafe the area. Grenades are a good 
option here, too. 

Or, gou can stag on the extreme right side and nauigate 
the outer rim of the base i , passing around the mud 
piles [which can be used as sniping areas], to the rear 
entrance. Or, hop on the domed roof itself if gou want to 
tackle more foes. 


Objectiue 05. Proceed to the Extraction Point 


This map shows the area between the bridge^) 
checkpoint (Objectiue 03) and the yraueyard 
. (Objectiue 05). To reach here, you must 
ft retrace your steps to the bridye checkpoint. 

i < 
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"Nomad, we're picking up a massive 
energg spike from the center of the 
island! What in the hell just happened 
up there, son?" 

— major Strickland 


The Gmueijard 
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Part 01. Reaching the Bridge Checkpoint 
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The following tactics mainly use the vehicles you 
can find near the excavation site. Hiking through this 
area on foot is unnecessary and dangerous. If you 
still wish to attempt it, remember the major tactics 
previously presented and use them, along with your 
[^ilight Uision Goggles (Q]) and Flashlight attachment. 
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The following tactics assume you've located one of 
the two Small Patrol Boats by the fishiny huts, make 
your way to either of them. 

JL Plan 01. l: Leaue b ^ ^ _ 

the dome and m ' 
enter the LTU you 

parked earlier or the * 

Transport Truck. Driue I 
the uehicle directly 

to the enit gate j ,4 - -* 

that you crashed ■ vSSfc, 

through [if you used the preuious Optimal Path], Auoid 
the concrete barriers, and driue down the forest road. 
Actiuate your Night Uision Goggles, then driue around 
an incoming LTU. Optionally, stop and swing the 
machine gun around to target the gas canister. Ignore 
the ground troops combing the forest. 

Driue toward the ford 
near the waterfall, 
but swing right 
down one of the two 
dirt roads before 
you reach it. Speed 
Sprint to either of the 
moored Small Patrol 

Boats [one by the first shack you encountered, the 
other in the boathouse of the second settlement]. Turn 
the Boat around and pilot it downstream toward the 
rauine below the rope bridge. 

A plan 02: Or, you 
can run through 
the forest [Speed 
Sprinting] to the end 
of the riuer [Waypoint 
#] and secure a 
Small Patrol Boat you 
may already haue 

piloted to this point. Or, sneak toward the boathouse 
to claim it. There J s a third boat, moored on the small 
wooded promontory, that you can steal, prouiding you 
drop the two KPA guarding it. 


JL Plan 02.1: Driue 
the Boat around 
to the left of the 
fallen debris, then 
ease off the Boost 
and keep away 
from the left wall 
as you head ouer 
the waterfall. Driue the Boat fast enough so that you 
don J t land upside down, and slow enough so that gou 
don J t lose control and tumble through the water when 
landing. As soon as you land, leap from the Boat. 

A KPA Helicopter is 
strafing the area and 
it makes short work 
of your Boat unless 
you diue away from 
it and bring out your 
missile Launcher. Use 
the left riuerbank as 
couer and fire two shots [don J t use Secondary Fire and 
wait for a lock because you J ll be strafed by its machine 
guns]. Drop it out of the sky in a spectacular fireball. 

Be-enter the Boat and 
JU continue to trauel 
£ I downstream until 

you spot the red and 
white flares at the 
bridge checkpoint, 
jjfcgrrifc A sin-man Special 
Forces squad 

attempts to impede your progress. Strafe the small 
jetties to the right, blowing up the enplosiue barrels, 
then cut down two foes on the bridge. Enit and Cloak, 
heading up and right toward the bridge hut, looking 
for the final two foes, and drop them easily, using the 
rocks or the Transport Truck as couer. 

****■ Plan you 

M ■ can swim to 

I the riuer J s right side 
1 1 v ' 'm and trek through the 

woods to deal with 
the sin-man Special 
Forces team. Be 
sure you both 

enplosiue barrels first, so you catch two of the men in 
the enplosion, and thereafter only need worry about 
the four others. Sniped fire, or Iron Sight works well 
with Strength to steady your aim. 


When you're done, locate the remaining missile 
Launchers inside the bridge checkpoint shack 
before gou decide what route to use neut. 


(p» 
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JL Plan 04: Driue 
carefully out 
of the encauation 
site, making 
sure you den J t 
accidentally flip 
ouer the LTU while 
driuing through 
the forest. Instead 
of emting the 

uehicle to locate a Small Patrol Boat cross the ford in the 
LTUj and driue along the left side of the rice paddies. Ignore 
the road and aim to driue left of the barricade nearthe 
base outpost. 

You J re attacked 
by a KPA Helicopter 
here. Driue to 
the winding road 
away from a 
sin-man Special 
Forces team at the 
barricade [which 
you should pepper 
with machine 

gun bullets while staying at speed], and get out. With the 
missile Launcher, quickly launch two well-aimed missiles 
into the chopperto bring it down. 

Continue along 
the winding road, 
either in the LTU 
you came in, 
or in a new one 
parked by the 
barricade if the 
first is seuerely 
damaged. When 
you reach the 

bridge, slow down and strafe the two foes up here, then 
take down the two by the small jetties by exploding the 
barrels. Look for muzzle flashes and continue to blast 
the area until the whole sin-man squad is eliminated. 

Foes may be on either side of the riuer, usually in the 
bulrushes. 


¥ 
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The following tactics assume that you comman- 
deered one of the ITUs at or near the encauation 
site. 


05C. uehicle compromised 
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The following tactics assume gou'ue lost a uehicle 
and must continue on foot. 

^ Plan 05: 

I Emtthe 
dome and use 
one of the four 
P infiltration points 
to retrace your 
^ steps to the riuer 
and your escape 
route. The most 
aduantageous 

Infiltration Point 01, returning up onto the mud perimeter, 
then fleeing along the right edge of the woods to the lake. 
Then take a boat. 

Or, moue along the right perimeter of the base and Speed 
Sprint into the woods before Cloaking. The woods are 
teeming with Special Forces troops looking for an intruder. 
It is wiserto moue around them ratherthan engaging 
them. Howeuer, if a firefight is necessary, quickly moue 
from couer to couer [trees or boulders], and blast into the 
middle of the flashlights if they shine in yourface. Don J t 
be afraid to back up, but keep on the moue so you aren J t 
pinned. 

You can now 
take the following 
routes, looking for 
uehicles along the 
way: 

Either cross the 
ford and moue 
along the left 
edge of the rice 
paddies under 

couer, then run down the winding road to the bridge 
checkpoint. 

Or, follow the riuer and leap down at the waterfall, 
dropping into the riuer below. Then swim to the bridge 
checkpoint. Use the topographical aduice presented 
for Objectiue 03 to learn the different routes to take to 
defeat the assembled KPA Special Forces team. 


©joSJI 


von can now reach the eHtraction point uoing one 
of three routes: 

1. Trek on foot in a westerly direction, left of the 
river. 

2. Pilot the Small Patrol Boat under the bridge and 
continue down the river. 

3. Use the LTU (at the bridye checkpoint unless you 
removed it during Objective 03) and drive down 
the road to the right of the river. 


<©) 
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osd. to die Graueuard: moonlit ooatiog 

JL plan 01: Take one of the Small Patrol Boats from the 
now-secure bridge area and pilot it underthe bridge, 
auoiding the shallow rocks. Steer either left or right when 
the riuer splits ©. The right path has a shallow rock gou 
should driue ouer at speed, major Strickland radios in, 
asking where the rest of the research team is. Theg J re at a 
mine where KPA actiuitg is the heauiest. He J s also sending 
in Uulture team with a UTQL [Uertical Takeoff and Landing] 
Uehicle to pick gou up. 


POINTER 
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Get your military diuisions straight: Team Uulture flies 
the airborne UTOLs. Team Idaho controls the heauy 
tank diuision. 

The two riuer 
channels join up 
again, and the 
major warns gou 
of a KPA conuog. 
Howeuer, theg J re 
on the road to gour 
right, and can be 
ignored. When the 
twisted branches 
stop gou going ang farther in gour boat, hop out and climb 
the riuerbank, then continue to head in a west-southwest 
direction, until gou reach the grauegard LZ. 

Y Plan 02: Df course, gou can follow this riuer on foot, 
too, beginning in the forest to the left of the riuer bg 
the bridge and continuing in a roughlg westerlg direction all 
the wag to the LZ. You can stag awag from the road on the 
other side of the riuer if gou want to auoid the KPA patrols. 
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05E. to the Graueuard: ou land 

Search the bridge shack for another missile U 
Launcher (you J ll need it!) and some Grenades 
before continuing in an LTU you J ue procured. 


JL Plans 03.1-08: 

Driue in a 
roughlg south- 
western direction 
along the road 
awag from the 
bridge, but slow 
down when gou 
pass the metal 


sign to gour left o Up ahead, a KPA LTU is 
coming with two occupants inside. Trg one of the 
following options: 

Block the road with gour LTU and ambush from 
the right or left bank, attacking the uehicle 
from the rear. 

Block the road with a fallen palm tree and attack 
from the direction of gour choice. 

Bam the LTU head-on and strafe it with gour Car’s turret. 

Get out and Throw a well-timed Grenade that enplodes as 
the LTU driues ouer it. 

Strength Punch the LTU into the riuer. 

Ignore the LTU and continue on gour wag. 

UJhen the enemg LTU is inoperable, gou get a message 
from Strickland that gour limeg friend [Psgcho] is back in 
the field and the other research members are at a KPA mine. 
You J re warned of a conuog that J s ahead around the nent 
bend ©. 

JL Plan 09-18: 

From here, gou 
can attempt the 
following plans: 

Bam the LTU 
into the Troop 
Transport and 
strafe the eight 
KPA Special 
Forces with 

turret fire, reuersing to auoid the thrown Grenades. 

Bam the LTU, then shoot the fuel tanks on both Trucks and 
enemg LTUs before tackling the remaining enemies. 

Driue guicklg around the obstacles, then left down the dirt 
track, auoiding the blocked tunnel and two enemg LTUs 
and ignoring the foes. 

Or, gou can trg 
emting the LTU and 
then doing ang of 
the following: 

Cloak and creep 
to the lead 
Truck, and lob 
a Flashbang 
Grenade, 
auerting gour 

eges to the euplosion. Then switch to Night Uision and drop 
the staggering foes. Switch on gour Night Uision Goggles to 
see the enemg locations better; enpect about four on the 
riuer J s side in the bushes. Flick gour Binoculars on and off 
to check where theg are before gou trg aimed rifle shots. 

Or, use Frag Grenades coupled with rifle fire to flush them 
out. Or, fire off a missile or two to reallg make gour point. Or, 
Throw ang of the weapon cases at them after charging their 
positions and using the cases as couer. 

Or, Cloak and sneak left along the riuerbank, then double 
back around, attacking them from behind using ang of 
the preuious technigues. 

Or, moue to the rusting shack ©, collect either the ouen 
or cart, and bring that back to throw at the KPA Special 
Forces team. 

Then continue along the road, driuing to the right of a fallen 
tree, and under a second fallen tree near a rusting shack © 
until gou reach a gloomg cemeterg. But where J s the UTOL? 
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Objective 06. Secure the attraction Point So the UTOl Can Land 



'Look again son ; you're gonna have company real soon!" 

— Vulture 


$ 4 - 

Strength Cloak 


* 

Object 


P OPTIDRU PHTH 

--FT* jj£ *, Ifi— 
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OGG. KPG nanosuit Troopers: optimal Beatdouios 

Uulture informs you 
that the l 1 is not 
secure, so whip 
out your Binoculars 
[ami once combat 
begins, your Night 
Uision Goggles], and 
target four incoming 
hostiles. They begin 
to zone in on your 
location so keep mouing and focus on each one, one at a time. 
Charge forward to engage them using Speed and Strength. 

A Plan 01: The 

KPA aren't 
supposed to haue 
Nanosuit technologg 
yet and although 
these are cheap 
knockoffs, the foes 
still manage to 
replicate the suit’s 
basic functionalitg. 

There are two ways to take these fiends down: The first is to 
drop down behind the low graueyard walls [nearthe edge of 
the yard itself so you aren't attacked from behind] and quickly 
snipe them with DSG1 or SfYlG fire from long range. 

JL Plan 02: Dr, you 
^P can Strength 
Jump and Speed 
Sprint around the 
graueyard as each 
Nanosuited KPA 
comes toward 
you. Use Smoke 
Grenades to 




suppress fire from the foes you aren't focusing on, and 
instead bring down the enemy with one of the following 
offensiue moues: 

A Shotgun or rapid-fire rifle blast to the head. 

Frag Grenades followed by gunfire. 

Flashbang Grenades followed by gunfire. 

Strength Punches. 

The sapling branches of trees you cut down. 

A Plan 03: You 

^P can also 
punch in the raised 
stone coffins 
dotted all around 
the graueyard 
[check the interiors 
for the skeletal 
remains!], and 
pick up the chunks 
of stone you shatter. Use the chunks to smash into the 
Nanosuited foes uia Strength Throwing. Continue with these 
plans, mouing to the larger coffins for additional sniping or 
hiding positions if you wish, until all four are dead. 




mmm 

Remember that these KPA soldiers have the same U 
suit benefits (albeit on a much less powerful scale] 
as you do, so keep mouing as a foe turns invisible 
[for example]. Wait until he reappears to tackle him. 
[^Back up from Strength-induced foes. J 

Nanosuited KPA Soldier encountered! 



Objective 07. Climb into the VTOl 

I 


Speed Strength Cloak 


Object 


07A. A Houerlng uulture 


Add-On Grenades Explosives Vehicle 


When all four 
Nanosuited foes 
are downed, major 
Strickland radios 
in to let you know 
that the hostages 
are debriefed. 
You're to land at a 
nearby harbor to 


"Nomad, the hostage has been debriefed 
and Opcom's given us the order to 
assume control of the island by force..." 

— major Strickland 

help a squadron of marines take the area. Look up as you 
receiue this message, and step out of the middle of the 
graueyard as the UTOL descends. 

You entered a UTOL! 

Step around to the rear of the UTOL and climb aboard. 
"Alright Nomad, liuin' up to your name, I see!" Psycho greets 
you as you talk about what Jester said; he may be right 
about this entire sortie. Nent stop, the harbor.... 
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Objective 01. Coordinate with Ueutenant Dradley at the Overlook 


"For Christ's sake, giue me some 
f—king help here! Where are the 
goddamned medics?! 

— marine Trooper 




^ 1 % .. 
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f=ivf=»iL^f=i3L^e: iriTeu: 
LOCRTG RHD eXTT=M=IC=rr 
C=l\/IL^II=in HOSTFIGeS 

Dr. Rosenthal J s daughter, Helena, and a 
colleague are being held in a mining complen 
in the mountains. Locate and entract these 
last two hostages. Assist U.S. forces in 
securing the harbor, then proceed to the mine 
in search of the hostages. 

The U.S. militarg is under heaug and 
sustained attach, and punching through to 
the grasslands nearKgong J s mine stronghold 
is going to tahe a concentrated effort. After 
leauing the UTOL under heaug fire, gou J re 
instructed to quichlg meet and get briefed 
bg Lieutenant Bradleg, who J s holed up at 
a makeshift ouerlooh. He instructs gou to 
destrog three AA batteries. Two are in the 
coue area ahead of gou and are gour primarg 
targets. 

Destrog the AA batterg bg a burning bridge, 
where a recent Alien incursion has frightened 
the KPA in that area, then tahe down a 
second AA batterg on a rochg peninsula 
ouerloohing the dotted islands and ocean. The 
batteries can be destroged in ang order gou 
choose. Neat, gou J re giuen optional plans to 
locate a communications setup in a small, 
ramshackle settlement between the coue 
and the main harbor. Downloading munitions 
coordinates helps with the nent main 
objectiue: Break into the main KPA harbor and 
blow up the final AA batterg. 

After this has occurred, enpect fierce 
resistance in the harbor docks as gou engage 
in firefights en route to a large KPA cruiser 
that is docked in the main harbor terminal. 
After boarding the uessel, a jamming room 
must be located, and the jammer switched 
off. This allows the U.S. jets to bombard the 
cruiser, although gou need to pinpoint the 
air strike with gour Binoculars. Then major 
Strickland can bring in his heaug tank unit and 
begin the final push toward the mines. 


V 


osjecTives 


Grid 

Ob tt. Description 

Grid 

Ob tt. Description 

B2 

01 

meet Lieutenant Bradley 

FB 

OB 

Paint Target for Air Strike 

B5/D4 02 

Destroy the Anti-Aircraft 

FB 

07 

Secure the Harbor 



Units 

F7 

08 

Rendezuous with major 

DB 

03 

Gather Intel from KPA 



Strickland at the Rail 

EB 

04 

Destroy the Anti-Aircraft 
Units [Continued] 



Tunnel 

FB 

05 

Sabotage the Jammer on 






the North Korean Cruiser 



A 


ueGenD 

( ^ Deploy Point Qbjectiues 








ADUISORV 


Help your progress by affi»ing the Flashlight to your^| 
weapon. 

In addition, switch to Speed to cover and dodge 
more quickly. 

The explosions, although fierce, don't damage gou.J 


m 


ADUISORV 




Ensure you complete the previous mission [Relic] 
with a fully stocked missile launcher; this 
enables you to complete objectives much more 


easily. 


»> 

Speed 


Object 


& VI 

Add-On Grenades Explosives Vehicle 


- 


Din. nn Explosive Run to the ouerlooh 

1 Plan 01: 
Evading 

Explosions: After 
Psycho mouths 
off to marine 
Trooper Johnson 
the UTOL makes a 
rough landing in 
the middle of a 
hot zone. Exit the 
UTOL immediatelg, as a massive explosion rocks the nearby 
grass. The wounded are being loaded onto the craft you 
disembarked from. Follow the marine along the path. UJhen 
you reach UJaypoint ©, two huge explosions almost take 
you both out! 


// 

\\ 
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Continue along 
the winding path 
and into the 
makeshift overlook 
settlement. Pass 
a number of 
wounded marines 
in the confusion 
of rumbling 
explosions, but 
just yet. Instead, turn left and 
head south into a shack ©. Inside, grab any of the following 
items: 


SCAR ammo 
Frag Grenades 

DSG 1 Sniper Rifle [with Precision Scope] 
Sniper ammo 


You also hear a 
frantic conver- 
sation between 
the marines on 
the ground and 
the fighter pilots 
attempting to drop 
bombs on a KPA 
cruiser moored in 
the main harbor 
terminal. As dawn breaks, move up to the main overlook 
spot, where Bradley is negotiating with major Strickland via 
radio. You volunteerto dispatch three AA batteries that are 
shooting down your planes as a fighter careens out of the 
sky and explodes to your left. Psycho heads off to attempt 
to secure the main road leading to one of the AAs. 



Y Plan 02: 

Evading 

Explosions: After 
disembarking from 
the UTOL, you can 
choose to ignore 
the marine asking 
you to follow him 
and instead, drop 
down into the river 
©. move along the bank on either side to the waterfall. 



From the edge 
of the waterfall, 
plunge into the 
water below, or 
carefully drop 
down the rocky 
sides [completely 
missing the 
overlook objective, 
and failing it]. 

However, Strickland informs you of Objective 02, and you 
arrive at the edge of the main road [Waypoint ©] nearto 
an incoming KPA LTU patrol. From here, you can go in three 
general directions: along the road, down onto the beach, or 
right, up the road. 

r|~ You encountered Lieutenant Bradley! 
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Part 1: Heading to the main Hoad 
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"Osprey Command our 
mission's gone to hell! 

Those jets are gonna get 
ripped apart if we don't tahe 
out those Ohs!" 

— Lieutenant Bradley 


As you reach Lieutenant Bradley, he radios in to 
major Strickland ouer at Osprey command, shouting 
aboue the flak and AA battery fire about their 
almost-impossible situation. The major states, 
in no uncertain terms, that those AAs need to be 
destroyed. Psycho is staying to guard this area. 
Ouer to you, soldier! 


objective 02. Deetroy the Anti-Aircraft unite 


D2D. securing the Hillside Road 

JL Plan 01: Strong 
and Steady 
Takedowns: There 
are about sin KPA 
soldiers that are 
in your immediate 
threat zone. Flipping 
to your Night Uision 
[□] allows you to 
see them scurrying 
out of the fernery from the cliff side and road below, moue 
about a third of the way down the hill road [lUay point ©] 
and use the rocks on either side as couer. 


Enpect resistance in the area that is to the southeast along 
the grassy uerge between the main road and hill road, mop 
up suruiuors, stalking foes while Cloaked and wiping this 
area clean. 

Now you can trauel down the main road to the east turn 
south to the beach, or moue southwest along the same 
main road toward the sentry gate. 


Nent, ensure that 
no more foes are to 
your right and then 
uenture back onto 
the road toward 
the bottom of the 
hill ©, where a 
boulder and the 
metal sign is. 




J Plan 02: Roll Out 
the Barrel: An 

entertaining possi- 
bility is to stay at the 
ramshackle barricade 
at the top of the hill, 
pick up the uarious 
barrels., and roll them 
down the hill at the 
aduancing troops. 
Then mop up the 
remaining foes after 
they J re crushed. 


Y Plan 03: 
Going 

Off-Road: Another 
route you can try is 
the rocky area right 
cent to Lieutenant 
Bradley, where 
you can drop to a 
sniping position 
[at ©] and begin 
to pop foes appearing on the main road down and left and 
the occasional KPA ascending the hillside road to your right 
Back up and use the edge of the rock to absorb enemy fire. 
You can lob Grenades down here, too. 


As the foes attempt 
to run across to the 
scrub and bushes 
ahead and to your 
right drop them 
with your fauored 
weapon. Enpect a 
few foes to remain 
hiding in this 
grassy area. Lob a 
couple of Grenades to flush them out then slowly work your 
way through this area © and in a sidestepping, circular 
maneuuer looking southwest. Brop foes and use the rocks 
and tree trunk as couer. 















Plan 04: 


Going Off-Road 

2: Or, you can 
slide down 
the cliff to the 
left, or anywhere 
along the left side 
of the cliff road 


©, and use a mmture of stealth and quick, focused gunfire 
bursts to slay KPA enemies on either side of you. Be careful: 
You may be ouerwhelmed. 


¥ »> $ 4 

Armor Speed Strength Cloak 

02B. silent Running 


* 

Object 


OPTinnU PRTH 

Add-On Grenades Explosives Vehicle 


1 Plan 01.1: 
Sentry Gate 
and Cliff Walk: If 

you J ue cleared the 
immediate area 
of threats and no 
more appear on 
your Binoculars, 
moue in a 
westerly direction 
toward the sentry gate ©. Here you can locate some FY71 
ammunition inside the sentry building. There J s little else of 
use here. 

Y Plan 02: 

Sentry 

Gate Objects: If 

slamming a foe 
with a shopping 
cart is more gour 
stgle, make use of 
the uarious objects 
around the sentrg 
gate, such as the 
following: 

Shopping cart [in grass en route to the gate] 

Barrel [gate gard] 

Ammo crates [gate gard and inside sentrg building] 

Pickup Truck [parked cent to the building] 

Helmet [serues as a distraction] 

Y Plan 03: 

Other 

Options: As alwags, 
there are mang 
more plans to 
enact, depending 
on gour situation. 

For example, gou 
can do ang of these 
actions as well: 


Bestrog the gas tank in the gard adjacent to the building, 
ideallg after coamng foes from the main road to this 
location. 

Or, driue the Pickup Truck found at this location, or use it as 
couer. 


Use the Pickup Truck as a most entertaining blunt 
instrument of destruction; gou can careen eastward 
along the main road toward the bridge AA [Part 3], 
knocking foes out of the way. 

Or, you can driue the Pickup Truck forward through the 
metal signs and off the side of the cliffj line gourself 
up to fall into the roof of the beach hut below! lt J s 
spectacular and sure to strike fear into yourfoes! 

Plan 01.2: If 

remaining stealthy 
and auoiding 
combat is your 
plan, continue by 
mouing ouer the 
gate in a south- 
westerly direction, 
hugging the top 
of the cliff, and 
ignoring the tunnel structure ahead, which is blocked. Peel 
off to the left, ignoring the beach hut [or, heading toward it if 
gou want to secure a boat or inuestigate this area], and then 
head south ©. Follow the in-game map J s AA arrow. 

4 keep on the cliff 

edge and moue 
south, but don J t 
drop down onto the 
sands. Stag high 
up and run along 
the grass until it 
ends, and then 
clamber onto the 
edge of the cliff, 
scrambling along to the humped top of this promontorg. 

You can see two small islands, one on either side of the 
promontorg, from this position ©. If gou didn J t Cloak, eupect 
machine gun fire from hostiles patrolling in Small Patrol 
Boats. Be careful you don J t run out of bounds. 


fjjjDMj 


j Deal vuith these Small Patrol Boats in the same U 
manner as you did during your island sortie. Use one 
of the following plans: 

1. make well-aimed Pistol shots at the gunner then 
the driuer. 

2. Fire off rifle shots using your Iron Sight. 

3. Try sniper shots, but be sure you J re near couer. 

4. Fire off a missile if you J re not hauing luck with the 
preuious plans. 

Now Cloak and 
continue southward 
along the rr spine JJ 
of the promontorg, 
through the under- 
growth, to the 
sniper tower © 
make a well-aimed 
[and ideally silent] 
shot at the sniper. 


dropping him, and then moue into the tower and climb up. 
You can now begin one of the following plans: 

Part 4: 02H. Amazingly Quick Completion 
Part 2: AA Battery Takedown: Peninsula. 

Br, gou can swim across the coue toward the bridge AA 
batterg. 
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Plan 04: The 
Sweet Sniping 
Spot: As you J re 
running along the 
edge of the top of 
the cliffs aboue 
the beach, gou find 
a number of good 
cliff ledges to use 
as couer when 

gou snipe the gunners and driuers of the Small Patrol Boats 
down below. 


w 


»> $ 

Speed Strength 


Object 


£ 

Plan 01: 


Cloaked 
Dispatches: 

This is bg far 
your safest option 
especially if you want to quickly take a boat and flee, or 
are methodically clearing the entire area of foes. Begin at 
UJaypoint Cl peering ouer the cliff by the main road. Slide 
down the cliff side to the beach while Cloaked. There J s a 
dirt path to your left leading down to the beach and up to 
where the KPA park the LTU on the main road. 


Ignore theme run to the Small Patrol Boat they jumped from. 
Strength Punch it into the water, then commandeer it. 

Or, Cloak and follow the foes up the hill, dropping them 
one by one; this works well only if you J ue already 
defeated all the foes on the main road. Otherwise enpect 
a fierce battle! 


.. WRUNG 


fairing on this three-man Small Patrol Boat crew can | 
be problematic, as the enemies at the beach hut, 
and more farther along the beach to the west, come 
to investigate and swamp gou. J 


02C. Beachfront Battles 


• mi j 


This route toward the beach and into the waterg U 
coue to either side of the two AA batteries is 
optional, and presents both aduantages and disad- 
uantages compared to the main road to the east 
and the cliff run to the west: You are unlikelg to be 
surrounded and face fierce combat compared to the 
main road. This route offers a choice of attempting 
to destrog either AA Batterg. Howeuer, the area 
is full of Small Patrol Boats that are uicious and 
dangerous [check out Path 02B for plans to attack 
them), and the water in the coue contains a number 


mines. 


of floating 


Do not rampage through this coue, secure a boat, 
and then driue it without due care and attention; the 
KPA haue placed lines of floating mines in this area 
(see the guide map). These can be destroged bg 
gour missile Launcher, but it is better to slow down 
and squeeze between them, or else auoid these 
areas of water completelg (bg driuing around them, 
or else disembarking gour boat and swimming). J 
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Continue mouing 
toward the 
beach hut using 
the outcrop of 
boulders on the 
grassy sand as 
couer ® and 
stay Cloaked. You 
can either run to 
the beach and 
commandeer the Small Patrol Boat moored here, or else 
secure the area. Step out and bring your Silenced weapon 
to bear on the head of a patrolling foe. 


Step to the large 
beach rock 0 
and hide behind it 
to recharge your 
Nanosuit. Wait, as 
a KPA Small Patrol 
Boat is coming in; 
look south to spot 
it. Three soldiers 
disembark and 
run up along the pathway toward the LTU. Try one of the 
following tactics: 

Ignore them as long as they don J t see you, then continue 
toward the hut while Cloaked. 


Attempt these beachfront attacks at one of the u 
following points: 

Y lust after gou finish speaking to Lieutenant 
Bradleg, Cloak and run off the cliff to the 
main road, and then down to the beach hut. 

After gou defeat the first waue of KPA on 
v the hillside road [ignoring the ones on the 
main road). 

JL Or, after the entire hillside area, then the main 
road, is clear and the foes arriuing in the LTU to 
the east [see Part 3] are dealt with. 




PRIMA Official 



Assuming 
you don J t 
raise the 
alarm [that is, 
letting the foes 
shout and fire 
their weapons 
before they are 
dispatched], moue 
around to the front 
of the hut and step inside # while Cloaked. Enpect the 
other two foes to be milling around this area. Drop them 
guickly and silently. Enplore the hut grounds. Two missile 
Launchers are on the ammo crate just outside the hut 
doorway. Grab one. 




Be sure to aim for the head of each enemy to U 
ensure a quick takedown without raising the alarm. 


Y Plan 04: 

Strongman 
Slaughter: If 

remaining half- 
inuisible isn J t your 
style, why not 
attempt a more 
forceful plan of 
attack? Drop down 
the cliff edge 

ouerlooking the hut and Strength Jump on top of the boulders in 
the sand, the hut root or the small metal roof of the storage area 
in the hut's grounds. You can bound down on foes and pummel 
them, or strafe the area with gunfire. 

Then, you can enterthe hut by smashing in the roof from 
aboue, orthe walls from the perimeter or sides. You J ll lose the 
element of surprise, and may find you J re defending against 
anotherthree KPA that appearto the west hauing moored their 
Small Patrol Boat once the gunfire starts. 

There are a number of objects that perform double duty as 
crushing weapons: 

Ammo crates [two different sizes, all around] 







1 Plan 02: 

Sentry 

Gate Descent: 

Approaching the 
beach hut can 
also be attempted 
from anywhere 
along the cliff 
side, but also 
don J t forget an 

easier descent down the path that the KPA come up when 
they assault the hillside road I 1 . Head to the bottom, turn 
west, and engage foes in a manner similar to Plan 01. 

Y Plan 03: Other Hut Entry Points: Remember that there 
are other entry points from which you can maneuuer 
into the hut grounds: the low metal walls on each side 
of the perimeter, or through the top of the hut roof [uia a 
Strength Jump]. 

You can now plan your progress in a uariety of directions, 
but watch for Small Patrol Boats in the coue to the south, 
and for foes aboue you, if you didn't completely clear the 
main road preuiously. Try proceeding in one of the following 
directions: 


Toward the cliff side to the southwest. 

► Into the coue uia one of the moored Small Patrol 
Boats. 

► Toward the southeast coue area by stealing a Small 
Patrol Boat. 

* Or, back up the path to the main road, and the LTU 
parking location. 


ADVISORY 


the 


Fishing boats [on the jetty, and nearthe first Small Patrol Boat] 
Small Patrol Boats 

metal crab-catching crate [nearthe jetty] 

Green trash containers [front of hut perimeter] 

Bundles of wood [shoot to untie the bundle; in the hut yard] 
Barrels [near the first Small Patrol Boat that arriues] 

Y Plan 05: Grenades and Gunfire: Another interesting, 
but not altogether safe way of cleansing the area 
of foes is to remain on the cliff ouerlooking the hut and lob 
a couple of Grenades into the patrol route of the guards. 
When they attempt to flee, gun them down. This trick can 
also be used if you're on the ground nearthe huts, too. 




JL Plan 06: Here 
comes the Sun: 

If you're considering 
taking a Small Patrol 
Boat, it is recom- 
mended that you 
wait and suruey the 
area, securing it but 
staying on firm ground, until the day breaks. This way, 
you can maneuuer through the coue more easily, as 
the ship mines can be easily seen during dawn. 


As you have previous enperience planning an u 
attach on a beachfront shack before, you can also 
rely on the tactics you enjoyed when you were in 
the middle of mission 01: Contact. 


the Beach: 


Choose one of the followiny plans once the beac 
hut is secured, if you are atteniptiny to reach an i 
^battery from this area. 
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JL Plan 07: . 1 JBc i 

?P Toward the 
Cliff Side to the 
Southwest: You 

can now moue 
west along the 
beach, either 
using Speed or ; 

Cloak, and auoid 'j * V 

or engage two or 

three possible foes [if gou missed a few on the upper road 
area], moue along the beach to UJaypoint ®, then begin 
to clamber up the cliff toward the promontory © using 
Strength Jumps to reach the rr spine. JJ Now attack the AA 
battery on the peninsula. 


beach 

| area x3!p 

$ I below 

Bp - the gas 

r station 

^ area C9 , 

This allows gou 

to engage many more KPA soldiers in combat, and should 
be attempted if you craue more gunfire and takedowns. 
Attacking from this direction is couered in 02D. Optional Path 
[to come]. 

some enemies. There is an empty Small Patrol Boat at the 
jetty here, which is perfect for attacking the peninsula AA 
Battery before or afterward. 

JL The disem- 

barking area L, 
under the bridge 

beach areas to 
your left and pass M 
under the bridge, 
then head north 
and east to a 
small sandy area 

and a rocky path you can Strength Jump up to a tarmac 
road. You can aim a missile at the bridge AA from here if gou 
spin around to face northwest. 

Y B Br, you 
I can land 
^ anywhere along 
the eastern coue 
C1E . This allows 
you to attack either 

■ of the nearby AA 

S? 6 - mg batteries: the one 

with the fewest 
f Q es [the 

AA], orthe one with Enplosiue Charges and missile Launchers 
[the peninsula AA). 

Back Up to ^ 

the main Road: Br, 

you can always 
retreat back up 
either path to 
the main road 
aboue the beach 
[if you J re coming 
under heauy fire, 

for enample], and begin aduancing along the main road 
toward the gas station and bridge AA. 


JL Plan 08: Into 
the Coue Uia 
Boat: Br, you can 
clamber aboard 
one of the three 
boats on the 
beach [the best 
one is facing the 
coue, by the jetty). 
Engage Small 
Patrol Boats in 
the coue [or blast 
them using your 
fauorite weapon 
before you board 
the craft], and then 
head around the 
first island #. 


Swing southward a 

[right] and trauel 

on the inside of ^ a 

the gap between jJj 

the mine and 
the sniper tower 
peninsula C8 . 

Jump to a small . 

islandorasmall A • y 4 ' : ^k 

broken jetty near a ' 

moored Small Patrol Boat. Then run up the pathway toward 
the sniper tower and bring down the foe [or tag him from 


^ua|H BSk plan 09: Sout|ieast 

Htt Coue Area by 
JB Boat: Steal a 

Small Patrol Boat 
.^2 once the coue is 
relatiuely clear of 
RPjjl patrols and pilot it 
in a northeasterly 
c li rect ' on -- along 
the coue edge 

toward two possible beach landing points. Try to disembark 
at one of the following places: 
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Dealing uiitli I 

Ship mines should be maneuvered around, 
ideally after day breaks so you can see them. 
Or, you can destroy a mine with a missile. 


Object 


r OPTIOnHU PRTH 

-rr m -* 

Gun Add-On Grenades Explosives Vehicle 


Dan. The main Road Rampage 


e »> * ♦ 

Armor Speed Strength Cloak 


POINTER 


This assumes (and we recommend] that you u 
cleared the hillside area of foes, or you J ue avoided 
the hillside area completely, and you aren't in 
[^danger of beiny attacked from behind. 

JL Plan 1: Road Rampage, Then ITU Carnage: UJhenyou J ue 
wiped out foes storming up from the beach, turn and 
look down the road. Two orthree additionalfoes are likely to 
be hiding in the brush on the road J s left side. Flush them out 
with Grenades, or use sneaky Cloaking and close-combat 
takedowns. Then walk along the left side of the road #. 

Continue mouing 
in a northeast 
direction down the 
road and watch 
the LTU arriue and 
park near a path 
down to the beach 
hut (I). Strength 
Jump up the left 
cliff area to a spot 
slightly aboue the road H. This allows you to peer down, 
take couer, and then strafe the four [or so] foes milling 
around this area. 


^ * 


When combat in 
this immediate 
area is finished, 
get into the LTU, 
turn it around, and 
driue northeast 
and then eastward 
along the road 
#, with your 
turret at the ready. 
You might wish to wait until dawn so that it is easierto 
spot any additional foes hiding against the rocky and tree- 
filled sides of the road. 


T' 




There is no need 
to lay waste to 
all the foes: Just 
kill the few that 
are an immediate 
threat and that 
cause you to slow 
down. Keep up 
your speed and 
pass by the gas 
station (j§ to your right optionally blowing up the pumps, as 
you J re already a target for the KPA. Ignore and swerue around 
a second LTU, and driue onward toward the bridge AA. 


Y Plan 2: 

Alternate 
Road Takedowns: 

Simply and compe- 
tently running from 
couer to couer and 
letting the foes 
come forward 
to middle range 
before dropping 
them is a great tactic. Howeuer, there are other plans when 
you J re engaging the foes near the LTU at #. You also can do 
any of the following: 

Stay on the cliff area and drop enemies with sniper shots. 


Qr, lob Grenades down, watching forfoes to disperse and 
then shooting them with sniper or rapid shots. 

Dr, grab any of the items from up at the U.S. military 
blockade camp, optionally using them as couer, and 
throw them into foes. 





j 
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Waypoint d? is also the spot to leap to if you 
iynored the rendezvous with Lieutenant Bradley, 
and you're following the riuer to Waypoint ©. 

Enpect another 
three or four foes to 
approach from the 
road where it bends 
to the east, so 
keep your distance 
and drop foes with 
quick bursts of rifle 
fire. If you spot foes 
heading up from 
the beach path, remember there J s an enplosiue barrel in the 
turnaround just before the spot where the LTU stops. Blow it up 
when the foes are near it orthrow it into them. 


Remember you can also rake the LTU with fire [or drop 
down to the area beyond the riuer and shoot the gas 
tank on the back of the uehicle] until it enplodes, 
although it is betterto commandeer the uehicle. 

Y Plan 3: 

Truck Luck: 

If your legs are 
getting tired, you 
can always hijack 
the Pickup Truck 
by the sentry gate 
© and driue it 
purposefully down 
the road to the 

northeast, auoiding gunfire. Then you can do the following: 
Get out at any time and use the Pickup as couer. 

Park the Pickup near the LTU and easily commandeer the 
military uehicle easily. 

Ram as many foes as you can while in the Pickup Truck. 

□ r ride the Pickup around the bend all the way to the 
gas station D4 at speed, stopping only to attempt to 
demolish the bridge AA. 
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02t Routes From the male Road to Engage the 
Bridge rr Battery 


m 




ponra 


Assuming you didn't attempt the safest route to the 
bridge [02C: Plan 1], choose one of these additional 
plans once the area near the LTU [near ©) at the 
corner of the main road is secure. 
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Remember! The easiest way to complete the u 
second objectiue, is to ignore the main road and 
gas station completely! 


small 
wooded 
glade 
to your 
left. 

Uenture 
down 
here, and 
prepare for 
a good 10- to 

15-minute firefight as you roam the path ©. Emerge across 
from the gas station © and either shirt around the second 
LTUj or engage the foes here, taking care to retreat bach to 
areas you J ue secured to auoid the constant threat of being 
surrounded. 


Use Sniohe Grenades when you approach the gas 
station to run through in order to reach the couer 
that the gas station affords. 


t Plan 3: On Foot 
Toward the 
Gas Station [Right 
of Road): Another 
possible route to 
take is to slowly 
moue along the 
rock and greenery 
to the right of the 
road ©, taking 
down all the foes you can see, and then planning one of 
two routes: 

Either continue along the road, backing up, using Smoke 
Grenades, and fearing for your life as you battle your way 
through heauy enemy forces toward the gas station. 


Or, you can leap 
right near the 
waterfall or as 
the road turns 
left slightly, and 
attempt to Sprint 
and Strength Jump 
up the rocky hill 
to the uery top 
©. Carefully 

watch your footing so you don J t fall, and peer out while 
facing east, looking ouerthe numerous boulders between 
the coue and the gas station. This is a perfect sniping spot 
for taking down the patrols to the right of the gas station as 
they roam the rocks. 

Y Plan 4: Gas 
Station [Left 
of Road): If you 
took a trip through 
the woodlands © 

, or parked the LTU 
near the left s 
of the road near 
the gas station 
get out and use 
the rocks on the left as couer ©. Be careful of the machine 
gun nest in the front corner of the gas station courtyard. Lob 
Grenades, and optionally strike the gas pumps to destroy 


Y Plan 1: 

Off the 

Waterfall: Once 
the LTU area is 
secure, or euen 
if it isn J t, cross 
the road and leap 
into the riuer, then 
jump down the 
tumbling waterfall 
that leads to the coue o From here, attempt to secure the 
beach hut, or a Small Patrol Boat on the beach. 

Y Plan 2: On 
Foot Toward 
the Gas Station 
[Left of Road): 

If you haue no 
uehicle, the on-foot 
combat to come is 
entremely difficult 
and frantic. There 
are three different 
patrols, and this coupled with the gloomy pre-dawn means 
you should only attempt this if you belieue your combat 
skills are good enough. Begin by using the rocks and fernery. 
Cloak, and slowly and moue along the road J s left side. 


It might be wiser to wait until dawn to continue u 
this route. Or, use your Night Uision Goggles (□). 


Where the road curues left slightly enpect enemies 
with Flashlight attachments to spot you, unless you J re 
mouing while Cloaked and hiding. Bring Silenced weapons 
out and tag foes [euen the Silenced Pistol is a good plan] 
to auoid being swamped. There are additional foes in the 
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Jump to the mechanics garage root then to the white 
metal container, inside which gou can duck, and blast 
foes from here [but watch for Grenades!]. 

And at ang time, gou can bolt toward the bridge. 


\\ 
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Throwing: There 
are numerous 
objects to use as 
shields and hard 
projectiles while 
gou J re attempting 
to secure the gas 
station: 

Rusting washing machine [edge of woods, left side of 
road when facing east] 

Hand cart [side of garage] 

Barrels [euergwhere] 

Green trash bins [rear of mechanic’s garage] 

Table saw [two in mechanics garage] 


Y Plan 5: Gas 
Station 

[Right of Road): If 

gou J re running and 
gunning along the 
right side of the 
road <D, gou can 
either use the low 
metal fencing as 
couer [especiallg 
from the machine gun nest], or the dotted plateau of rocks 
ouerlooking the coue beach on gour right. As gou reach the 
gas station courtgard, prepare to lob Grenades and combat 
foes with rapid rifle fire. 


Or, gou can 
Strength Jump onto 
the roof [before or 
after blowing up 
the gas pumps, 
depending on 
how much of an 
ouerhang gou 
want to crawl on], 
and haue a good, 

360-degree uiew of the enemies. Assuming gou alreadg 
took down the squads along the main road, the majoritg of 
gunfire comes from the low wall ouerlooking the coue to 
the south. 


You can also trg some additional tactics in the gas 
station area: 

make a sweep of the remaining foes running around the 
maze of boulders and trees between the gas station and 
the coue beach to the south. 


Y Plan 7: Gas 
Station 
[from Reach): 

If gou took the 
Small Patrol Boat 
to the beach or 
climbed ouer the 
rockg hill to the 
right of the main 
road, gou end up 
in a maze of footpaths, rocks, and trees going up to the 
rear of the gas station. Foes patrol this area, so emplog 
Cloaking and slowlg make gour wag through this zone to 
the low wall at the back of the gas station ®. From here, 
gou can trg ang plan gou like [see preuious tactics], or 
run to the bridge. 


Y Plan 8: Gas 
Station 

[from Bridge): If 

gou J ue alreadg 
secured the 
bridge area, and 
gou want to 
tackle the squads 
in the gas station 
area, trg climbing 
the sniper tower and aiming at the foes from this 
high-up location. Qr, gou can quicklg or stealthilg moue 
toward the gas station heading west, on the left or right 
sides, then engage in ang of the preuiouslg described 
tactics. 




The enemies entrenched behind the machine gun 
nests are a real pest, but gour Precision Sniper Scope, 
plus the DSG 1 Sniper Rifle or another rifle with this 
add-on equipped, is the best wag to deal with ang foes 
using sniper rifles orthe nests. 


the roof of the gas station. You can then trg one of 
the following plans: 

Quicklg lob Smoke Grenades and run to the gas 
station store where gou can gather FY71 weapons. 
Switch to gour Shotgun for close assaults and peek 
through the mechanic’s garage area door and back door 
to blast foes coming up from the beach. 

Qr, leap up onto the rockg plateau opposite the gas station 
©, taking couer and blasting foes that appear and mill 
around the station. There J s little chance of being ouerrun, 
so pick off all foes gou can see. 

Qr, gou can grab the rusting washing machine and 
Strength Throw it into an enemg after using it to shield 
gou from fire. Then take couer around the gas station. 

You can also fire on the large gas canister at the gas 
station J s east emt, but this is onlg necessarg if foes are 
congregating there. 
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Remember the layout of the gas station, and n 
the recommended tactics you used when you 
assaulted the Village mission previously, and try 
some of them out here. 









Part 2: AA Battery Takedown: Bridge Area 


the bridge ©, using the LTU geu hijacked 
earlier. Onlg about four KPA infantrg men 
are in this area: The first two are on gour 
left, near a shack nent to the AA batterg. 

Howeuer, if gou approach from the road, 
watch out for the Helicopter with reinforcements. 
If gou skip the gas station area and approach from 
another direction, gou will likelg encounter an LTU 
reinforcement instead. 


ADUISORV 


If you aren't interested in the Amazingly Quick 
Completion plan, and you're not using the Small 
Patrol Boats, it is safest to deal with the bridge AA 
first [and the KPA in this area], before moving to the 
peninsula AA with fewer foes. If you try this the other 
way around, expect fierce resistance at the burning 
^bridge as you attempt to reach the bridge AA. 




i Sjmtra 


"TF^II 


W >» # 4 

Armor Speed Strength Cloak 


Object 
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02F. Bridge AATakedoujii locations 


1 Plan 1: From 
^.P the Gas Station 
and main Road: The 

preferred strategg if 
gou J re approaching 
the bridge from 
the main road is to 
driue to the area 
where the road is 
blocked, just before 


Stag in gour LTU 
and strafe both 
foes, backing 
up if a Grenade 
is thrown at gou, and cut them down. Then train gour 
machine gun turret on two foes stumbling from a burning 
wreckage on the bridge. Drop them as soon as gou can. The 
area should now be without ang enemies, saue forthe AA 
batterg, and this uehicle won J t attack gou. 
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POINTER 

AA batteries must be destroyed by either clanipiny 
Explosiue Charyes to their sides and detonatiny J or 
shootiny missiles. 

Find Enplosiue Charyes in the shack at the U.S. 
military ouerlook, near Lieutenant Bradley. 

Find missile Launchers in the yard of the beach hut. 


You can driue the LTU ouer the bridge, alony the road to 
Objectiue 03, and all the tuay into the docks if you wish! 

You can also get out of the LTU at ang time and strafe the 
two foes bg the shack ©, and the othertwo on the bridge, 
while mouing to a stack of ammo to claim FY71 bullets. 
Then destrog the bridge AA at gour discretion. 


All of these takedowns and paths are optional, as the 
Optimal Path is to blast both AA batteries from the 
sniper tower location ©, near the peninsula. 


jjuflRmriG 

If any of the foes man the machine gun nest in the 
middle of the road, be sure to tackle them first, usually 
with a well-placed Grenade and a rushing charge. j 


...ADUISORV 


Try yrabbiny a foe and throwiny him off the side of the^j 
bridye for a spectacular and satisfyiny takedown! 

Another option is to 
climb up to the top 
of the unmanned 
snipertower, 
optionallg claim the 
DSG1 Sniper Rifle, 
and begin to tag 
the four foes from 
this safe area. You 
can then blast the 
AA batterg from here with a missile, or better get, affin Enplosiue 
Charges to the batterg and use missiles forthe other AA batterg. 
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Plan 2: From 
the Beach: 

Disembark and 
moue to the right 
of the burning AA 
uehicle ©j if gou 
strag too far to the 
left, gou encounter 
a wandering KPA 
patrol below the 
gas station, and gou should ignore them. Auoid the patrol 
and Strength Jump up the rockg side, all the wag up to 
some sand crates and barriers © — the perfect spot for 
gunning down the fourfoes around here. 


Plan 3: Other Takedown Spots: You can also deliuer a 
blast to this AA batterg with a ranged missile shot, 
as long as gou haue a clear line of sight. Trg it from one of 
the following locations [although there are more to choose 
from, too]: 


Now 


moue 
across to 

V the other side 
W of the bridge 
f with the burning 
uehicles on it, 
and make one of 
three decisions: 
Head eastward. 


along the road to begin Objectiue 03. 

Head south along the edge of the couerto destrog the 
second AA batterg, if gou hauen J t alreadg. 

Or, gou can choose another route to the harbor docks or 
Objectiue 03, or ignore Objectiue 03 completelg. 

Plan 2 assumes you took a Small Patrol Boat and 
reached the jetty with a second Small Patrol Boat 
moored to it, near the burning remains of an AA 
^battery the U.S. military preuiously destroyed. 



The top of the 
rockg hill, to the 
right of the main 
road heading 
east, ouerlooking 
the gas station 
and coue © 
Trickg. 


The eastern end of 
the bridge, looking 
across with the 
waterfalls on gour 
right ©. Straight- 
forward. 


128 


Protected by copyright. Unauthorized or unlawful copying 



Use the cables in 
the middle of the 
bridge J s span and 
run up them to the 
top of the bridge, 
and aim from 
here ©. Straight- 
forward. 


Uarious locations 
along the eastern 
beach of the 
coue, between 
the burning bridge 
and the peninsula 
AA batterg, or the 
rockg edge of the 
peninsula ©. 
Trickg. 




The island in the 
middle of the coue 
©. Trickg. 


The top of the 
snipertower © 
ouerlooking the AA 
batterg is the best 
spot [if gou can 
aim preciselg] for 
defeating both AA 
batteries as quicklg 
as possible, 
though. Straight- 
forward. 
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Part 3: AA Battery Takedown: Peninsula 


jL Plan 2: From the Eastern Cove Beach: If you J re 
moving from the burning bridge or you J re 
crossing the cove: reach the turnaround dirt road 
©, get out of the Small Patrol Boat if you J re in 
one, and turn south. Advance slovjly along the 
dirt road until you spot a three-man recon team. 
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Defeat the recon 
team. This can 
be achieved in a 
variety of ways, 
such as: 




Simple, vjell-aimed rifle bursts as you advance. 

Firing Cloaked from the ruined building to your 
left ©. 

Sniping from the brush to your left, at long range. 

Y Dr, shoving rusting ovens and other debris at your 
foes. 

* Dr, drive a LTU [take one parked at the east end of the 
bridge] doum here to lay waste to all the foes. 

Stay in this immediate area so the heavily armed 
peninsula troops aren J t aware of your presence. 

Now move and 
engage the first 
three of the 
peninsula special 
forces troops 
guarding the AA 
battery. This can 
be achieved in a 
variety of ways 
similar to tackling 
the recon team described previously. A preferred way is to 
crouch on the rocks just south of the ruined shack © and 
plug all three with DSG1 Sniper Rifle fire. Then nimbly reach 
the parked LTU under the shack ©. 


* 

»> 
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Aiming at both AA batteries from the tower is the u 
Amazingly Quick Completion path, but it means 
missing Objective 03. 


DDUISORV 


Vou can also turn the sniper tower search light on, 
which allows you to easily spot the mines in the 
water below if you're using the Small Patrol Boat in 
the darkness. 


warring 

If you're traveling across the cove by Small Patrol 
Boat, especially from the north jetty to the south 
one by the peninsula, it is wiser to moor your boat 
at © rather than at the peninsula, or you'll be 
[^attacked from behind by the recon team. 


02G. Peninsula nn Takedouins 


JL Plan 1: From 
the Sniper 
Tower: Seize the 
tower overlooking 
the peninsula 
©. Vou can ignore 
the foes guarding 
the AA battery, 
and simply make 
a careful missile 
aim at the AA 
battery, make 
sure you don J t 
accidentally hit 
the shack in front 
of it. Ignore the 
remaining foes 
and use the Small 
Patrol Boat moored 
to your right 
bridge, if this AA 


[southj ©] to travel toward the burning 
t hppn Struck. 





PRIMA Official Game Gu ide H 




YOU 

can new 
take out 
a missile 
Launcher and 
enplede the 
A A battery from 
here without any 
problems, iynoriny 
the remaining 

foes. Then either double back to the dirt road, or head down 
the yap to the beach on your left © toward an unenplored 
area, circumuentiny Objectiue 03. Enpect some enemy fire 
from the peninsula no matter which way you yo. 

4S 


Or, you can secure 
the peninsula 
entirely. Try one 
of the followiny 
plans: 


JL Run alony the riyht side of the peninsula entrance 
©, locatiny four of the sin remaininy troops, and 
flushing them out of their nests with Grenades, then 
strafiny them as they flee. Ose the nests as couer, 
then destroy the remaining foes near and behind the AA 
battery. 

5 :^ Or. you can Cloak and tag the foes by the nest from 
^P the rocks orthe LTU underthe shack J s roof ©, 
slowly aduancing. 

Or, you can Cloak and quietly moue up and ouerthe 
^P right side of the peninsula to the radar mast ©, then 
double back and attack the foes from behind, facing 
southeast. 

Y Or, you can go nuts, lobbing Grenades, barrels, and 
shooting while bounding on and off the shack roofs 
and the AA battery itself in a flurry of Strength-based 
attacks and maneuuers. 

Then destroy the AA batteryj saue your missiles by 
grabbing the two Enplosiue Charges on the ammo crates at 
the western end of the peninsula and using one on the AA 
battery. 



POINTER 




JL Plan 3: From 
the South 
UJest Island: Use 

this tactic if you J re 
approaching from 
the sniper tower 
on the south side 
of the coue, but 
don J t haue enough 
missiles to 

destroy the AA battery. Begin by heading across the mine- 
filled waterto the rocky edge of the peninsula ©, leaping 
off the boat, and Strength or Speed Jumping to the machine 
gun shacks. Then use the preferred tactics shown in Plan 2 
[preuiously] to dominate the sin-man special forces team in 
this dugout. 

Plan 3: Other Takedown Spots: Just like the bridge AA, 
^P you don J t necessarily haue to be close to the target 
to defeat it. Try shooting missiles from the following 
locations: 



From the small, 
uninhabited island 
southwest of the 
peninsula ©. 
Straightforward. 


From the edge 
of the large, 
uninhabited island 
southeast of the 
peninsula ©. 
Straightforward. 



These AA batteries are reinforced, so don J t expect 
Grenades, rifle fire, or Strength Punching to damage 
them. Use Euplosiue Charges or missiles. 



u 

Small Patrol Boat moored on the small jettg, and a 
LTU nearbg, as escape uehicles. 


From the top of 
the burning bridge, 
orthe edge of 
the rock the bridge 
is built on #. 
Tricky. 


1(9) POINTER ft 

As soon as both AA batteries are destroyed, you're U 
informed there is a third one on the docks [gour in-game 
map shows it). You should now decide whether to head 
for the docks, or Objectiue 03 [which is the optimal 
plan), make sure gou pick up ang explosiues and 
missile Launchers near the BA batteries. You J ll need as 
^niuch as gou can carrg. 
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Objective 03. Gather Intel from KPA Comm. Trailer 


"Nomad, I spotted a HP/) 
comm, trailer near some 
shachs ; checH it for intel on 
enemy emplacements " 

— Psycho 




Ji Plan 01: 

Cloaking, Not 
Carnage: After you 
hear that a KPA trailer 
could prouide some 
much-needed intel, 
go along the main 
road © or the dirt 
road to the right side of it, in a roughlg southeasterly 
direction, until you see a blockade, some of which is 
burning. Switch to Cloak and moue east into the dirt 
path and woodland area ©. 


Drop to a prone 
position and regain 
gour energg, then 
actiuate Cloak again. 
When gou reach the 
gap in the brush 
©, gou can stroll on 
into the compound 
of shacks, turn southwest, then quickly step into the 
closest corner of a small metal shed © to regain gour 
energg. 


Cloak again, step out 
of the small shed, 
and walk down 
the main dirt path. 
Guards are on either 
side of gou, but gou 
shouldn J t disturb 
them. Head south and 
look for the wooden hut ahead and to the left with the 
suspicious generator in front of it. moue through the 
door on the building's right side!©> 3 if gou're facing 
south. 
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Drop to a crawl [[z]]] 
as gou enter to 
auoid being detected 
by the eight foes 
patrolling this area, 
then download the 
munitions data that 
Bradleg reguested. 

When this is complete, gour objectiue is ouer, am 
should try to escape this settlement. Cloak, emt 
way you came in, and turn immediately left. Then 
to the low outerfence and hop ouer ©. Hug the 
replenish gour energy, then Cloak and walk south 
up the road toward the dockyard © without firinc 
single shot! 


f 




POMTiR 


You should now continue with Objective 04: Destroi 
the Anti-Aircraft Onits (Continued) to remove the third 
and final AA unit in the harbor docks. 


Plan 02: Other 
Routes: There 
are dozens of 
uariations to this 

route that you can 

figure out. Dne of 
I the best ones is to 
I keep to the eastern 
part of the woods 
before you enter 

the settlement, then follow the rocky ledge around to the 
tomato patch at the back of the area ©. Then drop down 
and circle around to the generator shack. 

Y Plan 03: Silent and Uiolent: Naturally, you can 

follow these routes, but look for enemies using 
gour Binoculars from a uantage point before gou enter the 
settlement. Then sneak up behind foes and tag them with 
silenced pistol shots. See how mang gou can shoot before 
the remaining foes spot gou and combat becomes frantic! 










IMING 


I 


An enemy Helicopter circles the area. Take it 
out quickly with your missile launcher, or you'll 
have to deal with more foes as you retrieve the 
^downloadable data. J 


»> 

Speed 


Strength 


Object 




ffl 
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03B. n more Frantic Firefight 


JL Plan Ol: 

Sniping, then 
Slaughtering 1: 

moue down the 
road, either in 
a uehicle or on 
foot, and when 
you reach the 
barricade, instead 
of entering the 


woods to your left. Strength Jump up the rocks to a small 
trail on your right ©. When you reach the end, turn and 
bring out your Binoculars to scan the area below. 


Tag as many foes 
as you wish using 
the Precision 
Sniper Scope and 
your fauorite rifle, 
remaining on this 
upper area and 
retreating if foes 
start to strike you. 

Be sure to remain 
on this path and look to the south sniper tower; bring down 
the sniper with a few well-placed shots. 


Or, you can blast the entire touuer with a missile 
or two, although this tends to wahe up any nearby 
^enemies! 


At any point after 
you kill the sniper, 
you can rampage 
through the rest 
of the settlement, 
coamng foes 
away from the 
machine gun nest 
in the middle of 
the settlement 


by the road. Then lead them toward the LTU and gas tank 
that you can shoot, near the small patch of tomato 
plants #. 


Then drop down 
and run to the 
metal fence, using 
it as couer and 
tackling foes on the 
other side of the 
road. UJatch out! A 
three-man Becon 
unit is likely to be 
prowling the south- 


western enterior nearthe boat shack ®, after hearing the 
gunfire. Tackle them first, so they don J t swarm you. 

Switch to a 
Shotgun if 
one becomes 
auailable, and 
use a mmture 
of Armor and 
Speed [or Cloak 
for additional 
enemy confusion] 
to maneuuer 

toward the large tree behind the machine gun nest ©. Then 
sprint toward the generator shack © and download the 
munitions data. Bo this only after you J ue swept the area 
and find no more foes here. 


JL Plan 02: 

^P Sniping, then 
Slaughtering 2: This 
nent plan is essen- 
tially the same as 
Plan 01, but the 
starting point is 
different. Head into 
the woods, as if 
you were planning 


the Cloaked infiltration of this settlement, but head to the 
rocky outcrop ® ouerlooking the area. Snipe the sniper in 
the tower, locate your enemies with your Binoculars, and 
then begin to drop down and blast away. 


JL Plan 03: 

^P Sniping, then 
Slaughtering 3: Vou 

can euen sneak 
[whether Cloaked 
or not] all the way 
around the back 
of the settlement 
from the woods, 
then Strength Jump 


to this rocky outcrop (© to begin your merciless takedown 
plans. The target building is right in front of you. 


w »> # f * 

Armor Speed Strength Cloak Object 
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other (iTlore ChaoticlPlan; 


JL Plan 01: 

^P Throw-Down 
Takedowns: The 
lethal objects you 
can hurl at retal- 
iating enemies 
during a Strength- 
filled romp through 
this settlement 
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are too numerous to list, but the following are definitely 
worth attempting: 

Chickens 
Outboard motors 
Barrels 
Spades 
Wheelbarrows 
Green trash bins 

Bundle of wood beams [shoot to dismantle the bundle] 
Sacks of Bice 

Enplosive gas canisters [one at side of hut near LTU, the 
other in back shed] 

Table saws 
Tires 

While you J re using these objects, make sure you J re 
blasting foes with a Shotgun, leaping onto and around the 
roofs. Strength Punching walls into enemies, and the usual, 
ultra-uiolent takedowns you perfected in past missions. 




POINTER 

... 

Remember to pick up the missile launcher inside 
the large garage hut at the bach of the settlement. 
Save the missiles for the final AA batterg. 


Objective 04: Oestroy the Anti-Aircraft Units (continued) 


Y Plan 03: 

Sniper 

Tower Sneaking: 

Bf course, you 
can always 
commandeer the 
sniper tower, 
either by sneaking 
in from the tomato 
field to the south, 
or by Cloaking and sneaking around the perimeter fence. 
Beal with the foe after you climb to the top, then use 
the metal sides as couer and blast all the foes from this 
position. 


v 

Plan 02: 

Drive By: 

If speed 
is more 
important 
than gun 
fighting, stay 
in an LTU as you 

reach the burning barricade, then drive left and around it, 
past the machine gun nest. Swerve left, drive past the tree, 
and park outside the generator shack. Once the objective 
is met, sprint to the LTU parked south end of the road and 
escape. 


»> $ 
Speed Strength 


Object 




"I'll be your eyes in the shy, 
trachiny your movements as you 
clean up!" 

— major Strickland 


7 


OPTimflL PRTH 

jgt § t*—! 
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1 Plan 01: The 
5j.P Preferred 
Route: Take this 
route if you J ve just 
finished Objective 
03. move up the 
road, heading south 
until you spot a dirt 
road on your right 
©. Peel off and 


POIRIER 


Due to the sheer number of enemies and U 
places to hide J it is impossible to prouide 
every possible strategy permutation. 

Howeuer, the following information shows 
some of the best ways to find and destroy 
the last AA battery, and tackle the foes in 
the dock area. 


run down there, and either continue toward the beach 
©, or else run across the tomato field and enpect to 
engage a three-man KPA recon team. Bring them down easily. 
If you engage 
the Becon team, 
keep heading in a 
roughly southwest 
direction, to 
the right of 
two massive 
silos marked 
rr Schindler. JJ 
You can Cloak to 
completely nullify your chances of being spotted. Whether 
you J re running along the beach or not, you should move to 
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a rough dirt path leading to a break in the dock's 
perimeter wall ©. You should be facing due south, 
looking at a gigantic crane at this point. 


Cloak and 
squeeze through 
the gap in the 
fence, watching 
out so gou don't 
bump into KPA 
foes scattered 
throughout this 
area. Simply run 
and turn left, then 
Strength Jump onto 
the large pallet 
filled with burlap 
sacks ©. Before 
ang nearbg foes 
can react launch 
a missile at the 
turret of the last A A 
battery, which is 
just right of the blue 
container with the hole in it. The objectiue is now complete; 
gou should drop down into the sewer right nent to gou if gou 
wish to continue the Optimal Path [see Objectiue 05]. 

J L Plan 02: The 
Beach to 
Warehouse Roof 
Route: If gou're 
approaching from 
the peninsula 
where gou 
destroged the AA 
batterg earlier 
in Objectiue 02, 

and gou're maneuuering around the southeast island © 

, or if gou moued to the beach after completing Objectiue 
03, continue around until gou reach the ocean end of the 
first dock. Use sniped shots on ang Small Patrol Boats, then 
swim along to the ladder below a large warehouse ©. 


From here, gou can 
moue north, and 
look eastward, 
toward the giant 
crane [which is 
where Psgcho 
is sitting and 
prouiding couering 
fire]. Bring gour 
missile Launcher 
out and aim it at the final AA batten just right of the half- 
destroyed blue container. 


iuorug 


Don J t stand on the glass roof area J as foes tend to 
shoot up at gou and gou J ll fall through the glass. C 
^course, this is an option to escape J too! 


Plan 03: Other Beach Routes: Here are some other entertaining 
methods of destroging the last AA batterg when approaching 
from the beach: 


JL Climb to the 
^P top of the 
rockg island just 
northwest of the 
docks © and make 
a uerg precise 
missile firing, as 
shown. This is the 
last part of the 
Amazingly Quick 
Completion plan. 

moue to the 

corner of the 
docks, locating a 
concrete generator 
hut near a large 
pipe that runs 
toward the silos. 

Strength Jump up 
and onto this hut's 

roof. Then step onto 

the corner of the giant pipe 
battery from here. 


and fire a missile at the AA 


JL Or. you can 
^P leap the fence 
just below the 
concrete generator 
hut after firing at 
the window in the 
side of the dock 
warehouse. Then 
Strength Jump into 
the window to land 
on an upper floor of the warehouse ® . Quickly run right to 
the yellow ladder and climb to the warehouse root where 
Plan 02 also leads you. 

JL Another 
^P encellent 
route is to follow 
the plan for 
entering the docks 
shown in Plan 
01, but instead of 
heading through 
the gap in the walk 
Strength Jump to 
the base of the two silos. Then face south and jump ouer the 
barbed-wire fence when you're between both towers 
® . Land on the canister container, then Strength Jump again 
to the green container, and fire a missile at the AA battery 
from here. 


Climb up the ladder, 
and Cloak yourself 
immediately. Turn 
right, and moue 
along the base of 
the warehouse 
to the corner. A 
machine gun nest 
is nearby, but don't 
attract attention, 
as there are at least eight guards to fight if combat begins. 
Instead, locate the yellow ladder around the corner and 
climb it © to the uerg top of the warehouse. 














JL or, swim along 
the base ft 

of the dockside, tl *** 

passing the . .. 

ladder at ©, then 

swimming around VtaA 

to the dock where 

the large cruiser is 

moored. Continue to 

swim to one of two 

places: 

The sewer outflow hole ©: Swim in and all the wag to an 
enit adjacent to Waypoint ©. You can now complete 
Plan 01. 

Or, gou can reach the ladder on gour left dockside, climb 
up it, then Sprint between the dockside and the concrete 
wall on gour left. When gou reach a collection of barrels 
and coiled wire spools ®, Strength Jump onto the wall. 
You J re right nent to the AA batterg. 

mm K 

By now, you should haue realized there is a small u 
sewer system running underneath the docks. This is 
useful for escaping and stealthy hit-and-run tactics, 
look for the small hut at the foot of the two silos, 
which has a map inside showing the two sewer 
tunnels. Check out 04C for more sewer-based tactics. 


»> t 
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04B. Entering ilia the main Road 


msM 


Keep a 
constant 
look 
out to 
gour right 
[southwest] 
for a three-man 
Recon team 




These routes allow you easier access to U 

Warehouse 1, which contains the munitions you 
located in Objectiue 03. These munitions include 
Enplosiue Charges, which are uital for destroying 
the last 00 battery if you haue no missiles left. 

JL Plan 01: main 
Entrance 

mayhem [On Foot): 

You can approach 
the main entrance 
gate from a uarietg 
of directions, and 
gou must prepare 
for combat with 
about sin KPA foes, 
including some heauilg armored Special Forces troops. 

The first [and preferred] plan is to keep to the left and the 
grassg rocks as gou leaue Objectiue 03. Stag aboue the 
road and stop at one of the rocks Pull out gour DSG1 
Sniper Rifle and bring down a couple of foes. 


mouing about the rockg undergrowth and plantation area. 

But long-range sniping is gour keg to uictorg. Edge forward if 
you wish, then rush to the foot of the billboard ©, using the 
metal road barrier as couer. Finally, Sprint to the sand crates 
© if you need additional couer. Use Smoke Grenades to 
flummoH the foes at the machine gun nest. 

Plan 02: Other 
Entrance 
Plans: As you J d 
enpect, there J s 
a whole bunch 
of other plans 
to try, such as 
mouing into the 
tomato plantation, 
blasting the 

recon team in here, then carefully mouing southeast to the 
promontory looking ouerthe parking lot ©. Start combat 
from here with a Grenade ortwo. 

You could also Cloak 
or Speed Sprint 
all the way to © 
and then climb the 
sand crates, or 
Strength Jump atop 
the sentry building. 

Rake the ground 
through the gap to 
your right with rifle 
and Grenade fire. Or, you could Strength Jump ouerthe barbed- 
wire perimeter wall and attack the foes from behind. 

pfr Another sound plan 

to istomaneuuer 

■ hi ^ , toward the gap 

[ irr^ F TiffS\£~ i in the wall, as 

T • T'tttt fcg detailed in the 

pLjgm- preuious tactic, but 

instead of mouing 
5 through it, head 

^ along the inside 

of the perimeter 

wall at the base of the silos. Then step through the gap in the 
fencing [at ©], turn north, and defeat the foes from behind. 

JL Plan 03: main 
Entrance 
mayhem [in ITU): 

Similar to Plan 
01, but this one 
inuolues a uehicle. 

You can ignore 
all pretences of 
subtlety and driue 
down the road 

with the turret blazing, or head straight through the gate. 
Stop to strafe any foes in your way. Optionally, get out and 
use the uehicle as couerto finish off stragglers. 
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Plan 04: 
main Road 
Drive: Another 
feasible plan 
is to drive along 
the road, but 
instead of heading 
to the gate, move 
southeast along the main road. You can do this in or out of 
a vehicle. Look to the right as gou head south and stop at 
the chain-link fence. Jump over it © near the vjatertovjer 
and sevjer entrance, and double back to the warehouse 
[northeast], or sneak into the rear of Warehouse 2, or into 
the sewers. 



\ 



\ 

.... 


— - V 


Attempt Plan 05 after one of the preuious plans is 
successful. The northeast warehouse only needs 
to be entered if you need Enplosiue Charyes to 
demolish the last AA battery, or you want to clear 
the entire area of foes. 

JL Plan 05: Securing Warehouse Northeast: The first plan of 
attack is to move toward the warehouse, either past 
the wrecked KPA chopper, or via the eastern perimeter, to 
choose an entrance. There are four: 

01. Dockside: 

The large garage 
hangar doors 
are open and 
overlooking 
the dockside 
©. Enpect a large 
resistance from 
foes guarding the 
AA batterg nearby; 
onlg head in here using Cloak, unless gou want a large- 
scale firefight. 

02. Rear Hangar 
Door: The large 
rolling doors 
[which can J t be 

moved] to the rear | gfittl 

of the building 
are a better 
bet. Skulk in after 
tagging a couple 

of patrolling foes ” 

when gou skirt the eastern rear of the docks. Once inside, 
gou can run to the ground entrance, or use the stacks to 
Strength Jump up and onto the balcong. 

03. The Office 
Window: This is 
also at the rear of 
the building on the 
eastern perimeter. 
Run to the stack 
of cglinders in 
metal housings, 
then leap onto the 
awning overhang 


\\ 
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Combat inside 
the warehouse 
is frantic. There 
are about 12 
foes inside, and 
whether gou J re 
tackling them 
from the ground 
floor or the attic, 
emplog the same 
technigue: Use a Shotgun for immediate and close-guarters 
slaging. 

Lob Grenades into the bunched-up enemies, and Strength 
Throw metal containers, lockers, and other deadlg objects 
to bowl over a few foes at a time. Stop when gou J ve 
cleared the warehouse. Descend back to the ground floor’s 
weapons munitions. Stock up on Enplosive Charges, missile 
Launchers, Shotguns and ammo, FY71s and ammo, and 
Incendiarg ammo, which inflicts more damage. 


£]' ODUISORV 


If you need additional ammunition in the combat 
to come, remember to return here then, and ayai 
before you complete this mission. 

JL Plan 06: AA Battery Takedown Spots: When the 
warehouse is secured, it is time to demolish the 
final AA batterg, which can be attempted from a couple of 
reasonable locations. 

The Warehouse 
Ro °f : This is an 
eHce ^ ent sniping 
spot that offers 

a 9 reat u ' eiu °f 

the A A batterg 
I when facing west. 
- . ; : £ _ ^ ;; ; I Simply fire off a 

missile. Straight- 
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© and shoot two guards through the window before 
ducking and scrambling into the ransacked office. Stay 
here and wait to slay two more guards. 

04. The Roof: 

Accessed from 
the same stack of 
cylinders in metal 
housings, instead 
of jumping to the 
office window, 
turn south and 
leap to the 
roof overhang 

<D, then up onto the roof. You can now enterthe warehouse 
via the attic doorway. Be sure you tag the foe manning the 
machine gun overlooking the docks below. 



L = J 
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Between the 
Warehouses: 

Dr, you can run 
along the loading 
concrete ramp 
area festooned 
with cable rolls 
and pallets, and 
hop on a stack of 
burlap sacks at 
the end © to gain a enough height to spot the AA batten 
and then fire. Straightforward. 

Naturally, you can also attempt some dockside battling 
[and container hiding] to reach the AA batten before 
placing an Enplosiue Charge orfiring a missile. 


02. Keep Firing: Ideally, use the Shotgun [more 
ammo can be found in the northeast warehouse] 
because this weapon deals with euen the 
Special Forces foes with one shot which means 
you aren J t getting bogged down in firefights. 

03. Flip Through Your Powers: min up gour 
Nanosuit powers, using Speed to maneuuer and 
outflank foes, and Strength to leap across all the 
container around or aboue the train carriages, into 
and out of wrecked container and descend down on 
enemies while blasting them. 


Whether 
gou J re 

mouing near the 
gigantic cranes 
or the destroyed 
cargo container 
there are dozens 
of enemies, two 
LTUSj and a couple 
of helicopters to 
consider defeating during your march to secure this harbor. 
Here are some plans to use: 

01. Keep mouing: Staying stationary if you aren't using 
Cloak means you're an easy targetj sidestep in between 
around, and through the many container and use them as 
couer. 


04. Use the Sewer: 

Check the map and 
learn the different 
areas of sewers 
where you can 
hide, use stealth, 
or Strength Jump 
up and surprise a 
group of foes. The 
metal sewer lid is 
also an encellent, reusable throwing weapon. 

05. Trg a Uehicle: If you cruise the eastern perimeter of 
the harbor, you can reach the dotted clusters of foes and 
use the machine gun to defeat them. Otherwise, uehicles 
aren't the best choice due to the multitude of rubble and 
obstacles. 


OB. Esoteric Tactics: Try shooting the dangling container 
from the crane near the cruiser so it falls and lands on the 
enemy troops. 

Attempt to Strength Jump and run on the large cable 
drums scattered around, and accelerate to crash them into 
foes, while using them as couer at the same time. 

Also try maintaining your Cloak or stealth while in a 
sewer, and when you climb up, punch or fire at the foes 
standing directlg ouerthe emt. 


07. Sniping Points: 

The warehouse 
and office roofs 
all prouide 
outstanding 
sniping spots. 

The difficulty of 
ascending the 
crane means it 
isn't quite as 
useful a structure to leap around 


From the Southeast 
Warehouse: Employ 
a uehicle and driue 
along the eastern 
road, heading 
south. Driue all the 
way to the parking 
lot and train 
track gate 
Strength Jump ouer 
the gate, and use the cglinder containers between both 
warehouses to reach the roof of the southeast warehouse. 
Then fire the missile at the AA to your northwest. You're 
now uery close to the nent objectiue [the jammer in the 
cruiser). 


\& 




POINTER 


Make sure you blow up the final AA battery from u 
any of the multiple locations shown previously. The 
Dockside Battle Tactics detailed next are general 
plans to use throughout the two dock bags, and are 
mainlg used during Objectives 04 and 05. 
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Enit into the 
water [at Waypoint 
©], and continue 
underwater, 
swimming south. 
Diue under the 
bottom of the 
cruiser to auoid 
being spotted, 
and emerge on the 
other side. Either take the ladder © or Strength Jump up and 
onto the dockside. 

You can now decide 
seek couer and 
begin to defeat 
cluster of foes 
on this dock area, 
some of whom are 
near a sand crate 
emplacement with 
multiple missile 
Launchers ©. Or, 
you can spin around to face the cruiser and Strength Jump 
onto the helipad ©. You should now attempt one of the 
on-deck plans to reach the jammer inside the ship. 
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i Plan 03: The 
methodical 
Route: If you are 
concerned about 
running out of 
ammunition you 
should moue to 
destroy the AA 
battery, clear the 
warehouse in the 
northeast of foes, gather more ammo, and work your way 
south and west to the sand crate emplacement ©. 


RDUISORV 


Be sure you have a missile Launcher at hand as u 
you reach the cruiser, as a KPA Helicopter appears 
around this time. Use containers or the helipad for 
eHtra maneuvering, and fire two missiles to down it. 


ent 


Plan 04: leaping locations: You don't haue to use the ladder 
and diue underthe cruiser to reach the deck. Here are some 
other ways to board the ship: 


»> $ ^ 
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tm Diue, Diue. Diue! 


JL Plan 01: 
Water-Based 
Route 1: Reaching 
the cruiser deck is 
tricky, but the most 
cunning method 
of heading there is 
uia the sewers. If 
gou took down the 
AA battery near the 
gap in the walk drop into the nearby sewer hole. Turn west 
and swim down this tunnel, then trauel south, east, and 
south. 


odd. lump, lump, lump! 


Y Plan 02: 

Water-Based 
Route 2: Of course, 
you can diue 
into the bay from 
anywhere on the 
docks after the AA 
battery is blown 
up, but one of the 
more spectacular 
plans is to Strength Jump and ascend the large crane on 
the northern dock, then run and leap off it [at ©]. You can 
almost reach the cruiser from here, but diue under and 
moue to Waypoint ©. 


Objective 05: Sebotage the jammer on the North Korean dinner 


"Nomad, find a way to bring 
down that array! dir support can't 
hit that cruisor until you do!" 

— Psycho 

m 


Employ the general tactics, detailed 
in previously 04C, when dealing with 
foes in this area. As soon as the last AA 
battery is defeated. Psycho requests 
that you deactivate the jammer inside 
the KPA cruiser. The following infor- 
mation shows the various routes to the 
[^jammer on the cruiser. 
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From the 
Dock: Stand 
in front of the 
warehouse, and 
run west ©, 
Strength Jumping 
ouerthe water, and 
onto the helipad 
area of the ship. 
From here, or after 
gou complete Plan Ql, gou can head up through the open 
doorwag on the right, heading west ©, staging inside and 
methodicallg blasting the eight Special Forces troopers 
aboard. Or, gou can leap on the window aboue the doorwag, 
onto the radar roof, take down the machine gunner, and then 
drop down into the jammer room entrance ©. 


Y From the 
Container 
Yard: Climb 
the containers 
scattered about the 
container gard and 
leap from the blue 
container nearest 
the ship ©. Then 
immediatelg seek 
couer in the jammer room entrance 

JL From a Small 
Patrol Boat: 

Or, gou can pull 
up beside the 
cruiser at the end 
of the southern 
dock ® and leap 
into the water. 

Dolphin Jump and 
land on top of the 
Small Patrol Boat, and then Strength Jump onto the prow 
of the uessel. Keep right and tackle all foes on board with 
Shotgun fire and Grenades, or lag smoke and dash to the 
jammer room entrance ©. 


WARNING 


flashing into the room with the jammer inside is 
dangerous, as there is no wag out. If gou trg this, 
keep firing from the rear of the room, sidestepping 
so the metal ship walls catch incoming fire. Or 
^better get, clear the deck of foes, first! J 


This is an optional route that begins at the 
sniper tower near the peninsula. 

JL Plan 01: 

Finish in 

Fiue minutes: moue 
to the sniper tower 
© and bring out a 
missile Launcher. 
Look to the east 
from the top of 
the tower to find 
one of the AAs a 
little south of true east, to the right of another sniper tower. 
Carefullg aim gour first missile at the AA. Fire just below the 
radar dish of the AA, but not at the base of the uehicle, or 
else gour missile euplodes before striking it. 

That J s one down, 
without the need 
to engage the 
dozens of enemies 
on that side of 
the bag! Now turn 
and face south, 
ouerlooking the 
muddg base with 
the second AA. 

Shoot the nent missile into it and then drop from the tower. 


Run west [or return 
to the beach hut 
in the coue for 
another missile 
Launcher], and 
board a Small 
Patrol Boat. Pilot it 
southward to the 
large island with 
the smaller rockg 
island adjacent to it. Step out and climb to the top of the 
island using Strength Jumps, or run around to the south side 
of the island. Ose ranged rifle fire to dispatch ang boats 
patrolling nearbg. 


After gou J ue 
decided which 
plan to emplog, 
enecute it and run 
into the scanner 
room. Ose the 
computer in the 
militarg suitcase. 
The jammer is off! 
You can now call 
in an air strike! 


ppTic->nFt 
















Trauel around 
to the dock 
between the 
crane and cruiser. 

After Psycho 
requests that you 
deactiuate the 
ship J s transmittiny 
arrag, Strength 
Jump onto the 

harbor, ignoring gunfire, Strength Jump ouer and down to 
the doorwag, deactiuate the arrag, then jump back into the 
water. Do this quicklg before the arborfoes blast you. Then 
Cloak and swim, or pilot the Small Patrol Boat away from 
the gunfire and target the cruiser for the bombing! 


At the 
top of the 
island, or 
on higher 
ground up 
from the 
beach, where 
you haue an 
unobstructed 
uiew of the crane 
yard portion of the harbor, fire a single missile at the 
AA between the two stacks of containers. Ignore all 
optional objectiues! Afterthis last AA has exploded, 
head into gour Small Patrol Boat. 


Objective 06: Paint Target for Air strike 


That's it! Air defense clear! Now 
paint that cruiser with your target 
laser and enjoy the fireworlis! 

— major Strickland 


{©) 
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JL Plan 03: From 
the Roof: 

The best plan, 
which allows gou 
a great uantage 
point and an 
easg spot to take 
down the enemg 
KPA Helicopter, 
is the southeast 


warehouse. Strength Jump up onto the radar roof of the ship 
©, onto the helipad, then off to the cglinder containers 
between the warehouses © Strength Jump up onto the roof 
with gour missiles at the readg and shoot down the rouing 
chopper. 


Another spot to blast the chopper from is the sand 
crates and emplacement with all the missiles stored 
nearby. 


»> t # v 
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Strickland 
radios in, you 
need to head 
off the cruiser 
and tag it with 
gour Binoculars 
The usual plan 
is to leap southward, onto the dock, finding a hiding 
spot if foes are still firing on gou, and then using gour 
Binoculars [(b)] and pressing 01. 


^Si You acquired the Air Strike! 


Plan 02: From the Dock: You can also leap northward 
into the water, then surface and target the ship with 
gour Binoculars. Escape with Strength Jumps or head to the 
sewer entrance in the base of the east dock water wall. 


u 


DDUISORV 


Secure a full missile launcher (from 
the warehouse or the emplacement 
near the cruiser) before starting this 


objective. 


obj 








Objective OB: Rendezvous with major Strickland at tha Rail llinnel 

"Gentlemen, my hat's off to you. The harbor is ours! Now 
let's yiue General Hyony a warm Idaho welcome!' 


»> f- 

Speed Strength 


Cloak Object Gun Add-On Grenades Explosives Vehicle 


D8A. Railing Against Mjong 

You acquired the U.S. military Tank! 
if" You encountered major Strickland! 


— major Strickland 

After both KPA 
Helicopters 
are downed, the 
major radios in 
for you to meet 
the UTOLS, which 
haue dropped off a 
couple of Tanks, at 
the entrance to a 
rail tunneL which 
is currently blocked. Simply moue to the rail lines and either 
press the yreen lock on the riyht of the gate, or Strenyth Jump 
ouerthe yate and Sprint to the tanks. While Psycho is yiuen 
other duties, you J re ordered to lead a Tank detachment toward 
Kyong J s main base! Enterthe Tank and begin your neut mission! 


Objective 07: Secure the Harbor 

jJjflDUISORV v 

It is wise to secure either the emplacement where 
the missiles are, or the warehouse before starting 
this objective. 


W >» $ 4 - * 

Armnr Speed Strength Cloak Object 

n7n. missiles and nnnning 


£ 

Grenades Explosives Vehicle 


' Cruiser's down! Helluva job. Nomad! 

— major Strickland 


I Heauy UTQLs 
are en route to 
l your location, and 
"2 you must hold off 
| the HP A air units 
I until they arriue. 
Bl Your foes are two 
KPA 

coming in from the northeast. As always, firing two missiles 
into each chopper remoues theirthreat. Seek couer when 
the choppers machine guns are firing and blow them up 
with a well-aimed or locked missile as the chopper makes a 
stationary turn. Use the roof orthe missile-filled emplacement 
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UDCHTC nnD OCTrM=ICT 
CIVIL^IFin HOST AGES 

□r. Rosenthal's daughter, Helena, and a colleague, 
are being held in a mining complex in the mountains. 
Locate and extract the last two hostages. 

major Strichland has come through in a big 
wag, offering a portion of his armored division 
as gou push toward the mine where General 
Kyong is said to be holding the hostages. 
However, to reach the mine, gou must cross 
a large valley that is split into two distinct 
areas. After emerging from the tunnel, you have 
a massive undulating landscape that ends in 
a chokepoint at a train station. Reaching this 
station is the first of your challenges; you must 
use evasive maneuvers in yourTank, so it [and 
you] survives as long as possible. 

Pushing up to the train station, after dealing 
with multiple KPA vehicles, you must then 
destroy a train carriage blocking the progress 
of friendly troops. Then you can advance into 
a second, longer valley with more Tanks to 
destroy. As you progress, locating additional 
vehicles that you can commandeer for yourself, 
you J re given a plan of attack that involves 
destroying three Anti-Aircraft artillery vehicles, or 
batteries. They are dotted throughout this valley, 
and destroying them from range after learning 
their location is the key to success. 

After this, you can paint a target for an 
incoming air strike, so that the U.S. military can 
wipe a KPA munitions dump off the map. This 
allows you to push on further, or you can tackle 
the settlement attached to the depot with a 
miHture of ground and vehicular combat. There 
are multiple paths to this location. After the area 
is mostly secure, major Strickland drops off a 
new weapon for you to try: the excellent Gauss 
Rifle. Only then should you push farther into the 
island to the entrance of the mine compound. 


Deploy Point (jy ObjE 


w 


OBJeCTIVGS 


Grid 

Ob 0. Description 

Grid 

Ob S. Description 

C5 

01 

Push ahead to the Train 

G5 

04 

Destroy the Anti-Aircraft 



Station 



Artillery [03] 

D4 

02 

Secure the Train Station 

GG 

05 

Part 1: Sabotage the 

E4 

03 

Push Ahead to the KPA 



North Korean munitions 



munitions Dump 



Dump 

F5 

04 

Destroy the Anti-Aircraft 

GG 

05 

Part 2: Paint the 



Artillery [01] 



munitions Dump in Prepa- 

G5 

04 

Destroy the Anti-Aircraft 



ration for the Air Strike 



Artillery [02] 

GG 

0G 

Retrieve the Gauss Rifle 




H7 

07 

Proceed to the mine 



"Air support is on hold. Push ah Bad of 
Phase Line Alpha. Let's go . , let’s go, 
let’s go!" 

— Major Strichland 


15^9 
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You only need attach the Tanks that are 
directly in your path to the objectiue. 

The other U.S. military forces are dealiny 
with Tanks in the ualley. 


Trundle southward, then follow the train track to the 
southeast and look for another open field sloping down 
to your right just before the train track turns to the south 
©. A KPA Battle Tank is in the wooded gladej it usually 
ignores you if you speed up and roar past it on the tracks 


rfi4B j> ■ 
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* Plan 02: Tank 
Takedown: 

If you haue eagle 
eyes, you can halt 
your Tank and aim 
the main turret at 
the KPA Tank and 
destroy it with a 
couple of well- 
placed cannon 
shots. Beware of the return fire though: This can damage 
your machine and you J ll need it to reach the train station! 


JL Plan 03: Tank 
%P Takedown 
On Foot: A slightly 
better plan is to 
leaue your Tank 
and Speed Sprint 
southward, mouing 
into the woods 
to the left of the 
enemy Tank. 

Circle around and 
defeat it with three 
missiles into its 
sides. Then moue to 
the crates behind 
the Tank to grab the 
following items: 

Frag Grenades, 
Enplosiue Charges 
and FY7 1 ammo. 


Plan 01.2: You 

should immediately 
return to your 
Tank and continue 
around on the train 
tracks in a roughly 
southerly direction 
and press on. 

When the direction 
changes slightly 
to southwest ©, you notice one of the smaller KPA Tanks 
blocking the tracks ahead of you. Bring your cannon around 
and blast the uehicle twice before it explodes. Be sure you 
strike it before it launches too many retaliatory strikes into 
your armor. 


w »> t 4 4 

Armor Speed Strength Cloak Object 

OM. Tanks on the Tracks 
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Add-On Grenades Explosives Vehicle 


(^Before you begin Tank combat be sure you toggle 
between the different perspectiues f fFi 1 1 to find 
a suitable uiewpoint, especially for your two 
weapons: the main cannon, and the machine gun. 

Remember, you can eleuate your cannon by 
looking up with your mouse, but the cannon has 
limitations when pointing downward. Remember 
this when you J re attempting to line up an enemy 
Tank below you. 

Also remember that your Tank J s turret moues 
independently from the base tracks, meaning you 
can rumble forward while firing 360 degrees around 
you. Howeuer, in combat, it is usually easier to 
keep the turret facing forward in rough terrain, so 
you don J t yet stuck on a rock or larger tree. 

Although you can J t driue the Tank at the same 
time, if you need entra pitch to your aiming, hop out 
of the Tank and enter the roof turret. This machine 
gun is eucellent for strafing foes at the train 
station! 

All destructible trees can be driuen ouer in a 
Tank without damaging the uehicle. Otherwise, this 
uehicle is similar to an ITU, although it can J t be 
Strength Punched if you flip it! 

JL Plan 01.1: Keep 
^P on Tracking: 

Bumble out of the 
tunnel as Strickland 
yells his orders, 
and take care not 
to strike another 
U.S. Tank mouing 
up the tracks 
with you. Almost 
immediately, you can roll right CD and down the hill toward 
a large, open green ualley that is peppered with clumps of 
bushes and rocky hillocks. Only head this way if you craue 
additional Tank combat. 




POINTER 


■;« 


As you can roam freely throughout this massiue n 
valley, there are limitless routes you can take. The 
strateyy shown is based on keepiny your Tank as 
undamayed as possible, and either nioviny directly 
toward the objective (01A anil 01B) or tackling 
enemy Tanks eHpertly (01C). 











Plan 
04: 

Light Tank 
Takedown On 
Foot: Or, you 
can park the 
Tank just before 
you roll into the 
enemy Tank's 
uiew and step out 
into the thick undergrowth to the right armed with either 
missiles or an Enplosiue Charge. Speed Sprint up and tag the 
Tank with your preferred weapon then return and ride on. 

! POINTER 1 

Just after you go past this KPA Light Tank, Strickland 
radios in with slightly updated objectiue information: 

You should now begin to assault the train station 
(Objectiue 02]. Although the objectiue starts now J the 
routes to the train station are shown in the remainder 
of this section of the guide because you could be 
anywhere in the ualley when your orders are updated. 


»> 

Speed 


* 

Object 


Add-On 
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01B. Pushing on to the Train station 

Jt Plan 01.1: 
Tackling the 
Tank Barricade: 

moments after 
you push through 
the Light Tank you 
should see a series 
of tank traps and 
sand crates blocking 
the train rails ahead 
of you ©. Immediately slow down, but do this while you J re 
still protected by the trees on your right as there J s a road to the 
west and an enemy Tank thaUs ready to fire! 

Without heading 
into the barrier 
area, train your 
cannon on the LTU 
and mow down 
any foes on foot 
with yourTank J s 
machine guns, 
then fire a couple 
of cannon strikes 
up at the promontory to the southwest © that ouerlooks 
the barricade. Two KPA soldiers with missile Launchers are 
up there, but not for long! Or, you can shoot the enplosiue 
barrels and any KPA with yourTank J s machine guns. 


1 


Now trundle toward 
the barricade, but 
turn west and bring 
the full force of 
your cannon down 
on the enemy Tank 
before it does 
the same to you. 

Alternately, you 
can accelerate and 
Boost [ fshift] ! right then left around the barricade, and back 
up to the tracks — the safest way onward. 


Iuisorv v 
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If you ignore the enemy Tank to the west your u 
team destroys it for you. 


Plan 02: On- 
Foot Heroics: 

Naturally, you can 
leaue your safe 
but cumbersome 
Tank and tackle this 
area on foot which 
allows you to aim 
three missiles at 
the Tank to the 

west either before or after you disappear into the wooded 
area just to the right of the promontory ©. Immediately turn 
left and climb the hill, but completely auoid the barbed wire, 
as there are mines underneath. Instead, maneuuer around 
this trap and strike down the foes on the promontory with 
your smG. 

Another way to the promontory is to run or driue to the 
continuation of the train tracks, then get out when the 
promontory hill descends to the grassy woodland to your 
right ©. Get out, climb the path up to the top, and deal with 
foes there [ideally with a missile to enplode the barrels and 
take down all the foes]. 

There are items to grab once this area is secure, if you 
need them: Precision Rifle, Enplosiue Charges, and FY71 
ammo. 


RDUISORV 
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You can optionally leaue the ITU intact 
(although you'll need to use rifle shots and 
approach on foot to defeat the foes inside without 
damaging the vehicle], and return to it if your Tank 
is destroyed or rolls over before you reach the 
train station. 


ira 


ft take the missile Launcher Infantry lightly! Armed with 
long-range missiles J they are a real threat to your Tank and 
can take you out with a single hit. Remember to scour the 
[^area once you defeat them for missile Launchers left behind.J 

144 


JL Plan 01.2: A 
Bump in the 
Boad: Continue 
your rumbling 
southward, ideally 
in a Tank that has 
barely a scratch 
on it. Soon, you 
reach a bombed-out 
section of the 
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railroad track © where you can J t driue yourTank any farther. 
Howeuer, from here you can take two main routes as you 
press on toward the train station: 


V POINTER ft 

Vou can also get out of your Tanh and rnoue into the 
woods to gour right, then begin Plan 05. 

^ u 

Y Plan 04: Rail 
Jumps: Vou 
can also disembark 
from the Tank at 
the hole in the 
railroad track © 
and Strenyth Jump 
across the hole, 
landing on the 
twisted rail sticking 
out from the other side. Strength Jump again and land on the 
other side. Vou can now continue, but without a Tank. 


JL Plan 03: Route 
1: Along the 
Left Upper Ledge: 

Driue or run along 
the relatiuelg wide 
upper grassg area, 
with rocks on either 
side. The cliff on 
gour right leads 
down to the tracks. 

Trundle in a south and southwest direction, auoiding the 
trees gou can J t bulldoze. Look for the gap to gour right © 
and face west. This is a grassy slope down to the station 
entrance. Be sure to point your cannon at the KPA Tank to the 
northwest that is guarding this area. Demolish it before gou 
continue. 


Y Plan 03: 

Route 2: 

Instead of trundling 
down here in gour 
Tank and using 
the height of the 
slope gou J re rolling 
down to defeat 
the KPA Tank to the 
northwest you can 

continue mouing south until gou run out of ground ©. Then 
carefully slide yourTank down the cliff [without getting 
stuck on the tank traps or sand crates]. Deliuer a pagload 
at the KPA Tank, which is in a northerlg direction from this 
angle. Vou J re euen closer to the train station if gou slide 
down at this point. 


Vou can approach these routes on foot or in gour u 
Tanh (eucept where stated otherwise], but staging 
in the Tanh is generallg a better plan. In it gou haue 
euceptional armaments and armor, but sacrifice 


[^nianeuuerabilitg. 


Plan 03: 
Rumbling Left, 
Ouer the Rocks: 

Stop at the break 
in the tracks and 
maneuuer left, 
onto the rocks, 
grass, and trees bg 
the left perimeter 
rock wall. Face 
southwest, power through the palm tree, and roar ouer the 
flat, but slightlg jutting rocks. If you get stuck, reuerse, and 
Boost forward again. Vou arriue on the upper rocks, on the 
other side of the railroad track. From here, gou can moue to 
the train station using one of three routes: 


* Plan 03: Route 3: Df course, gou can alwags driue 
down the cliff just after you cross the gap in the 
tracks. Drop down, then trundle forward in a roughly 
southerly direction toward the train station directly ahead 
of you. As you moue out of the protection of the rocky hill 
to your right ©, turn gour turret to the west and launch a 
couple of cannon shots into the KPA Tank before gour train 
station assault begins. 


■ 


Watch out! Heading west down the hill road u 
presents gou with multiple enenig Tanks in the 
j^ualleg, so keep it slow and steadg! j 

Y Plan 04: 

Rumbling 

Right, Down the Hill: 

If gou decide to turn 
right at the hole 
in the tracks ©, 
moue slowlg down 
the hill and check 
for a KPA Tank right 
on the other side of 
the ualleg. If Strickland J s team hasn't blown it up get, stop 
and take care of it before gou continue. 








Then 


emerge 
and swing 
to the 
southwest, 
but not before 
gou aim at and 
destrog another 
f KPA Tank that's 
waiting to destrog 
gou in the wooded area to gour left ©. This Tank can be 
highlg damaging, so swing gourturret and slag it as gou 
pass bg, without slowing down, if gou can. Or, gou can edge 
forward from the hill road and blast the Tank before gou head 
out into the open. 


Now look to gour 
right. The road 
to the north mag 
haue anotherTank 
on it engaging 
one of gourTanks. 

Remoue that one 
so it doesn J t strike 
gou from behind, 
then look to the 
southwest: a third Tank mag be here, at long range. Shoot it 
with two cannon strikes and back up to auoid getting struck 
bg its return fire. Now continue along the road heading south. 




minG - 


Plan 05: Into 
the Trees, On 
Foot: Whether gou 
took the left path 
around the hole in 
the railroad or not, 
another possible 
route to the train 
station is uia the 
rockg outcrop and 
trees ahead and to gour right. Instead of turning west and 
mouing down the hill, gou can head into the trees. Bring 
out gour missile Launcher and use it on the Tank to the 
northwest. 


This Tanh turns its full weapons on you, so stay u 
behind the trees that can withstand the barrage, 
land three of your missiles into the vehicle. 

k_ J 


<©) 
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When you J ue finished Plan 04 and defeated all the 
nearby Tanhs encept the one yuardiny the train 
station, now is a yood time to roam the landscape, 
finishiny off any remaininy KPA Tanhs. This is purely 


optional. 


opt 


After the Tank at 
Wagpoint © is 
destroged, gou can 
optionally stag at 
this location and 
stock up on goods 
[while watching 
out for the Tanks 
across the ualley 
and to the left that 
fire on this location]. Fight back with missiles gourself, but it 
is better to return fire from gour Tank. When gou J ue finished, 
grab as mang missile Launchers and Enplosiue Charges as 
gou need. 




Now turn south, 
then west, and run 
to the beginning 
of a pathwag up 
through this 
rockg woodland 
©. Bring out a fullg 
loaded missile 
Launcher as gou 
trek south, then 


turn southwest 
as gou reach the 
edge of the outcrop 
ouerlooking the 
train station and 
a large buttress 
wall guarded bg 
a Tank. Use the 
missile Launcher, 
then aduance and 
engage foes at the train station. 


r c3F>nriori<=iL. 
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j These tactics assume you made a riyht turn down 
into the valley to the west at some point prior to 
reachiny the train station. There are also additional 
routes to the station shown in this section, too. 

The best place to head down into the valley is riyht 
after you exit the tunnel ©. 


or downloading expressly prohibited. 
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Some heauy KPA 
actiuity is yoiny 
on ahead and to 
the west so your 
preferred route 
is to swing west 
immediately, 
passiny the 
U.S. military 
promontory ® 


Ml DDUISORV 


There are multiple roads through this valley, but 
the safest plan to negotiate this terrain is detailed 
next. You can try any other route you wish, but be 
aware of the possibility of enemy Tanhs in euery 
direction. 


to your right then traueling up to the opposite 
edge of the ualley. Driue up and around to face 
the south C3 , Park at this location and look 
southeast and east. You can see [and destroy] at 
least three Tanks from here, including one that J s 
all the way on the ualley J s other side. 

The cent 
cluster 
of foes you 
can take care of 
[although this 
is purely discre- 
tionary] is in the 
copse of trees to 
the southeast. 
Blow up a light 
Tank on the right side, then deal with a small, heauilg 
armored four-man squad manning a machine gun nest near 
a metal hut #. You can approach these foes from any 
angle, on foot, or else fire from range inside yourTank. One 
entertaining way is to head northeast and sneak up behind 
them, then dispatching them from behind. Their stack 
includes: an FY71, Enplosiue Charges, and Rifle Grenades. 

Now moue southward along the perimeter areaj it is safer 
than driuing down into the ualley. 


Turn southeast 
again and look 
ouer the last 
part of this 
ualley before the 
boundary leads 
you to the train 
station, which 
you can see to the 
southeast, in the 
far distance. In front of you is a KPA Tank, so deal with it 
immediately. 


Now look east 
and you notice 
an area of trees 
A On the other 
side, as the ualley 
slopes downward 
slightly, is 
another KPA Tank, 
which is currently 
unaware of 

your location. Either driue 
swiuel the turret and blast the Tank, or get 
a Charge on it or fire missiles at it from behind inside 
the wooded area. Yoli j LL find the usual items nearby, at 
the edge of the woods, including missile Launchers and 
Enplosiue Charges. 

You can now optionally wait behind the sand crates and 
unload missile Launchers on any remaining foes across the 
ualley. 


Y Dowii in 

the Ualley: 

make sure 
you J re ready for 
some long-range 
cannon sniping 
and trundle down 
the road to the 
southwest, driuing 
on either side 

when the road splits and rejoins, then take the left path 
when the road forks #. You should be able to engage at 
least two enemy Tanks to the south from this position. 


To your right is 
a U.S. military 
promontory 
# with a static 
Tank and a series 
of sand crates 
pointing to the 
southwest. These 
prouide couering 
fire as you 

aduance. There J s little reason to head here unless you 
require some of Enplosiue Charges. 
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Attaching Tanhs can sometimes be trichy because^ ] 
of the devastating return fire they inflict. Vou can 
help reduce the time it tahes to defeat an enemy 
Tanh by lining up and firing your first shot, then 
attempting one of the following plans, instead of 
aiming your cannon again: 

Keep moving and swivel your turret to shoot at 
the Tanh as you pass by. The faster you go, the less 
time the enemy has to hit you. 

Or, fire the first cannon shot, then get out of your 
Tanh and fire two quich missiles from your missile 
Launcher into the Tanh, destroying it before it 
returns fire. 
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You can 
now cross 
the ualley, 
heading 
almost 
directly 
southeast to 
a small rock 
island with a 
single tree and 
a machine gun nest ©. An LTU is parked nearby and the 
area is quite open, so use it as couer and be sure the KPA 
Tank at the edge of the woods on the opposite side [at 
UJaypoint ©] is destroyed first. As the machine gun nest 
is pointing northeast defeating the small contingent of 
foes is easyj slay them with cannon, Tank machine gun, 
or gunfire while you J re on foot. Nent, pick up any of the 
following items: a Shotgun and Fy 7 1 ammo. 

From this spot you can join the road to the train 
station at ©, or you can continue roaming the 
ualley. 


Or, you can 
Strength Jump up 
the rock steps into 
a tree-filled gulley, 
before maneu- 
uering eastward 
and entering a 
higher eleuation 
ouerlooking the 
station. Enpect 
heauy KPA ground troops here Cll . 


m 


Fduisorv N 


fm 


Although not strictly a tactic to use, it is still inter- 
esting to know that you can stand atop a friendly 
[or enemy] Tank and go along for a ride. A U.S. Tank 
is great for lying prone and sniping foes from a 
^distance as you trundle through the ualley! 


An encellent 
uantage point to 
look ouerthe train 
station entrance 
gulley is a sloped 
area of ground 
southwest of 
Waypoint §. Driue 
up to this plateau 
©, spin your turret 
left, and face southeast. Now blast the KPA Tank at the rock 
buttress ouer by the train station entrance itself. 

You can also try one of these two plans, in addition: 

Driue directly at the Tank, and begin the train station 
takedown. 


Dr, hop out of your Tank, and run into the woods to the 
south and attack the train station from the wooded 
trails ©. 


Train Station 
Trails: Another 
way to assault 
the train station is 
toward the south- 
western corner of 
the ualley, where 
you can see a 
rocky promontory 
© shrouded in 
trees, which has a few KPA firing at you from a machine 
gun nest. Knock it out with missiles. Or, moue right and 
circle around this waypoint and attack on foot from behind. 
Then pick up any of the following: missile Launchers, FY71, 
an Enplosiue Charge, and smG ammo. 


Disembark from 
yourTank and 
head south along 
a wooded trail 
[you can head 
off the trail to 
reach the station 
faster] as it winds 
southeastward. 

Euentually, the 
pathway meets a set of giant rock steps on your right C9 , 


You can ignore 
them and head 
east, completing 
the trail and 
ending up at the 
end of the rocky 
buttress guarded 
by the Tank at 
the train station 
entrance. Begin 
a missile-fueled takedown of the Tank and start your infil- 
tration of this area from here ©. 


7) 

■■I 


PDiniER 


Don't forget: there are often mines placed near U 
enemy barricades. Watch your step when enploriny 
these areas! J 










ADM x 

If you can't get a good machine gun shot on the 
scattering foes near the burning Tank, get out 
of your Tank, hop on the roof, and use the turret 
machine gun. 


[( i4g 
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Objective 02. Secure the Train Station 


"Command, it's really 
getting hot down here. We 
need assistance, NOW!" 

— U.S. marine [name unknown) 


iffli POINTER ft 

If you're approaching on the direct path to 
the rocky buttress from the western side 
of the rocky hill ©, your tactics are almost 
identical. 

If you're approaching from the grassy 
slope down to the train station ©, use 
these tactics, too. 


uuarhidg _n - 


If you don't assault the enemies inside this small Si 
train station immediately, they send out a couple of 
flares. Expect around a dozen additional Recon troops 
to close in on this position, and deal with them as you 
would with the rest of the foes in this area. J 
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o?o.TanKs for the Devastation 


The Direct 
Approach: 

Approach from the 
train tracks ©. 

Stay in your Tank, 
turn westward and 
blow up the KPA 
Tank at the rocky 
buttress. Then 
strafe the entire 
area with machine yun fire, dealiny with the foot soldiers 
near the Tank. There are about sin of them. 


Roll your Tank 
forward in a 
southwest 
direction, toward 
the road leadiny 
into the train 
station. Your neut 
taryet should be 
the sniper atop 
the tower on the 
rocky promontory ahead of you. Raise your cannon up and 
demolish the entire structure! Then edye forward near the 
sand crates. 


Aim at the building, 
where some KPA 
are hidiny, and 
aim at the yas 
tank at the side 
to destroy most 
of the structure. 
Then aim throuyh 
the deciduous 
tree [that can J t be 
destroyed] at the two train carriayes blocking your path. A 
machine yun nest is inside one of the carriayes, but after 
two cannon shots, the entire area is destroyed. If you wish, 
you can also blow up the LTU parked on the other side of the 
road. 


■c 


ADUISORV 


A stationary KPA Tank is parked ahead of you, u 
below the sniper tower rock promontory. Do not 
fire at it; it is empty, and you can drive it later on in 
this mission if your current Tank becomes damaged 
in any way. 








Lob Grenades to scatterthe Special and Recon Forces in 
the area, and cut down stragglers one at a time. 


Use missiles and blast the area, causing splash damage 
that drops multiple foes at once. 


or downloading expressly prohibited. 
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Edge forward, 
using ang 
auailable couer 
such as the sand 
crates, station 
platform, and 
euen the base 
of the container 
carriages, and 
begin to rain rifle 
fire down on the foes to the west around the building. 
Remember gou can skirt around or ouer the building to 
frighten then defeat ang foes in this area. Use missiles 
with gleej there J s a plentiful supplg, but don J t fire them so 
theg euplode too close to gour own location! 


Pick up more Enplosiue Charges and FY71 ammo at the sand 
crates ©. 


Double-check 
that no more foes 
are hiding behind 
grassg clumps 
so gou won J t 
get attacked 
from behind, and 
remember to differ- 
entiate between 
foes and friendlg 
forces that are arriuing to assist gou. Now gou can continue 
Plan 01, or maneuuer west then southwest and scale the 
hillside promontorg from Wagpoint © to attack the Train 
Station from the side [Plan 03 onward]. 


Push on directlg 
southwest along 
the railroad tracks, 
using a mmture 
of Strength 
Jumps and Speed 
Sprinting to reach 
a scattering of 
tank traps on the 
left just before 
the sand crates. Or, gou can moue up the dirt road and lob a 
Smoke Grenade forward to mask gour progress. Hostiles are 
running around the single shack building, and some mag be 
up to the right on the promontorg path. 


Don J t fire on the Tanh near the metal hut as you 
secure this area; you can driue it for much of the 
j^rest of this mission! j 


Immediatelg turn 
to the west and 
duck behind the 
sand crates as 
the gulleg opens 
up. Sidestep to 
auoid the enemg 
Tank's weaponrg 
if it is trained on 
gou, and launch 
three missiles into the uehicle. After it enplodes, ignore ang 
gunfire from the train station, and instead completelg clear 
the rockg buttress area [to the west] of foes. Trg some of 
the following: 

Speed Sprint and use the burning Tank as couer [when it 
becomes safe to stand bg it]. 


Now get 
down from 
gour Tank, 
then jump 
onto the roof 
to the machine 
gun turret. Lag 
waste to the foes 
scrambling about 
the hillside path 
and rocks to gour right. Check gour map for the locations of 
the final foes, while the UTQL lands. After the landing, gour 
objectiue is complete [as long as the entire area is deuoid of 
KPA and both train carriages are destroged. 


_ M) 
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l Plan 01. 

The Direct 
Approach, On Foot: 

mouing in from the 
same location ©, 
but without a Tank 
[either because 
gou ditched it or 
it enploded before 
gou reached here]. 


gou should stag with the rockg gulleg to gour right. Aim 
with gour missile Launcher at the sniper tower atop the 
promontorg to the southwest. Bring the whole structure 
down, killing the sniper inside. 

Dr, gou can seek couer behind the sand crates ahead and 
right ©, and blast the sniper with gour own rifle fire. 


Iuisorv s 


Apart from usiny Smoke or other Grenades to u 
scatter foes, you can also pick up a barrel or 
ammo box and use it as a shield as you charge 
the enemies. Throw it into a foe to take him down 
as you reach cover that is farther into the train 
station. 


c 
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Y Plan 04. 

Approaching 
up the Promontory 

2: If you are 
approaching from 
the gulley path 
heading eastward 
Cll , moue to the 
boulders on the 
right side as you 
reach the promontory pathway © . This affords you some 
couer as you mow down a group of KPA [usually Recon 
soldiers] in this immediate area. 




5^ ! Jrli 
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The enplosiue 
oil heater by the 
main building 
or missiles can 
destroy this 
structure. Don J t 
aduance too far 
forward if you J re 
heading along the 
main dirt road. In 
front of the station there J s a minefield for you to nauigate. 
The safest course is to detonate the mines from a distance 
with your cannon fire, or stay on the road itself [to auoide 
the mines entirely]. The machine gunner in one of the two 
target carriages also fires on you. Deliuer a missile to each 
carriage and enplode both of them. 

Alternately, a slightly more dangerous plan is to affin 
an Enplosiue Charge on each carriage, then detonate them. 

Although you J re likely to practically demolish the station 
shack, you can pick through the debris to discouerthe 
following items: Shotguns, Rifle Grenades, Smoke Grenades, 

Frag Grenades, FY71s and ammo, missile Launchers, Enplosiue 
Charges, and Pistols. 

Now, it is a simple 
matter of waiting 
for the UTOL to 
land, and checking 
for one or two 
remaining KPA that 
are holed up along 
the hill path or 
milling around the 
train station. When 
the UTDL lands, your objectiue is cleared, moue to the KPA 
Tank near the small metal hut and get inside it. 


?) P0IH1ER 

Your objective is complete, and you must now U 
press on to defeat a KPA Tank team roaming the 
nent section of ualley to the south. Grab a Tank, and 
get rolling! 


sniping 
as many 
foes 
below 
you as you 
can, including the 
enemg in the sniper towerto the southwest. Lob Grenades 
down into the train station, and then either stay and finish 
off the remaining foes with Scoped Precision Sniper Rifle 
fire, or slide down the cliff to the container carriages to 
continue securing this area. 


Y Plan 03. 

Approaching 
up the Promontory 

1: If you took a 
driue around the 
western perimeter 
of this ualley and 
found the rocky 
forest trails, you J ll 
end up in one 

of two areas. The first is west of the KPA Tank and rocky 
buttress. If you J re mouing eastward from here C1Q , stand 
on a rock near the stone cliff side and shoot the Tank with 
missiles. 


Neat, aduance 
forward [optionally 
using Cloak], 
toward the large 
tree © for couer, 
then circle-strafe 
around the KPA 
foot soldiers, 
dropping them 
with Grenades and 
gunfire. After all in the uicinity of the smoldering Tank are 
defeated, attempt one of two plans: 

You can continue into the train station on foot 
[see Path 02B]. 

Or, you can turn right and head southwest up the gulley to 
UJaypoint ©. Be sure you moue around or Strength Jump 
ouerthe barbed wire, orthe mines below enplode. Now 
attempt Plan 04. 


Y Plan 02. Cliff 
Perimeter 
Sniping: If you J ue 
taken the upper 
perimeter route 
from the gap in 
the railroad and 
traueled all the 
way to the end of 
the grassy area, 
and to Waypoint © ouerlooking the train station, bring out 
your fauorite rifle or missile Launcher, and use the foliage 
as couer. From this cliff side you can easily aim at the Tank 
[which is southwest from this position]. 
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Take the 
fight to the 
remaining 
foes down 
on the ground 
below in the 
station., but onlg 
after gou snipe or 
launch a missile 
at the foe in the 


sniper tower to gour right [south]. Nent moue to the 
sand crate nent to the machine gun nest to the 
southeast and launch a missile at each of the two 
train carriages blocking the road. 

Finals gou can 
either head down 
to the sand crates 
bg the metal 
hut or go left to 
the promontorg 
ouerlooking the 
UTQL landing 
position and 
maintain a lookout 
for ang remaining foes as the objectiue is completed. 
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Dae. High uantage points 


Y Plan Ql. 

Sniper Tower 
of Power: Whether 
gou J re mopping 
up the stragglers 
or dealing with all 
the foes down in 
the train station 
below, there 
are a couple of 
additional places gou can reach that prouide an encellent 
or intense uantage point to deal with this objectiue. 


First head south, then southeast around the top of the 
promontorg from Wagpoint ©. The edge of the cliff and the 
top of the snipertower offer great uiews. 

Y Plan 02. 

High Altitude 
Chicken: Another 
uantage point isn J t 
reallg a strategic 
place to stand, 
but it does offer 
an enceptional 
uiew of the station 
below. Either Cloak 
and drop down from the sniper tower, cross uia the front 
train engine, or Cloak and moue along the perimeter near 
the carriages. 

When gou spot 
the road heading 
southeast turn 
left and use a 
minture of Speed 
and Strength to 
ascend a rockg 
bank and a grassg 
trail up to a high 
machine gun nest. 

This is usuallg unmanned, encept for a group of chickens. If 
gou reguire a great sniping spot or place from which to drop 
Grenades [orthe enplosiue barrel] down on foes, then this 
is the place! 


Y Plan 03. The 
ITU Crush: 

You don J t haue to 
walk up to this 
uantage point. 

Trg hijacking the 
LTU parked below 
this area near the 
train engine and 
carefullg driue up 




to the nest. You can also push the uehicle off the edge, 
or euen accelerate, skid the LTU left and leap out. Then 
shoot the Car as it plummets down [ideallg into the shack 
below] to blast the fuel tank! Spectacular, trickg, but 
excellent fun! 


Objectiue 03. Pueh Ahead to the KPA munitions Dump 


- ' -W- 


\ 


Jr ■ 


® 


"There's a HPfi Tanli team in the valley 
ahead, let's move in and clear them 
out. Smolie 'em!" 

— major Strickland 
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03d. A Rough Haul to the Plantation Shack 


mm 


I 


f Begin your next ualley maneuuering in a Tank. This 
could be the one you used at the beginning of this 
mission, if it is still only lightly damaged, or it could 
be the KPA Tank sitting in the train station. If either 
of these Tanks become inoperable, remember to go 
back for the other, or use one of the other uehicles 
found around the area [which are shown in the 
tactics to come]. 


yjODUISORV s 


Empty your current missile launcher if it isn't full and 
grab a new one before you depart. You'll need all 
your missiles for the combat to come! 

In addition, haue Speed and your missile Launcher 
armed as you enter your vehicle, so you can Sprint 
^quickly with your favorite weapon once you exit. 


The main tactics here require you to push farther u 
into the second valley until Objectives 04 and 05 
begin. You may hear Objective 05 being issued by 
major Strickland first, but 04 is usually a secondary 


[^objective. 


1 Plan oi.i ^ j 

Taking a 

Vehicle: Route 1: 

Driue your uehicle 

[either the Tank or Ab, 

LTU] past the train -iT «Ss 

engine, then follow 
the dirt road to 
the left [southj 

©], around a rocky “-/■*-*. B 

outcrop of trees and boulders, and into the nent ualley. A 

massiue earthquake threatens to rip the island apart! 

Ignore the rumbling, 
and stay to the left 
I ujhenthe 
I road splits in two 
Stay to the left 
| of a flat grassy 
, ^Jj|^ . plateau. When 

the dirt road turns 
right © around the 
plateau, get out [if 

you J re in the LTU], or aim your cannon forward and up. A KPA 
Helicopter is taking off from behind the banana trees near a 
central plantation shack area. Blast it out of the sky before it 
becomes airborne! 

You now haue a choice of targets. 


i Plan 01.2: Investigate the plantation shack: UJhile your 
5pl brethren in Tanks tackle enemy uehicles on either 
side of you, push through the banana trees and into the 
plantation shack. There is a small, heauily armored force 
here, but they can usually be dropped by rifle fire. 

Or, you can snipe them using a Precision Rifle you picked 
up from the tower at the train station. 

Or, you can demolish them with a missile. 

Or, you can lob in a Grenade and mop them up as they 
scatter. 

Or, try grabbing one of the objects around the plantation 
shack, and crushing them with it, such as: 

Barrels 
Ammo crates 
Green trash bins 
Yellow trash can 
Pot of earth 
Rice bags 
Coconut bags 
Ice cream freezer 
Tires 

Table saw 

You J ll also find the following items inside this small 
compound: Enplosiue Charges, Frag Grenades, Smoke 
Grenades, and a Pistol. 

Bon J t forget to grab a missile Launcher from the body 
of one of the fallen KPA soldiers. 

The plantation ^ 

shack contains two * \ 

uehicles, both of n 

which can be uery - 

useful in the push 

southward. There 

is a Pickup Truck KL ' ■ . 
in the garage and 
a KPA Tank parked 

at the edge of the ^ 
shack grounds. If your current uehicle is heauily damaged, 
choose one of these. You should now receiue orders to carry 
out both Gbjectiues G4 and G5. Now head west or east to 
deal with one of the Tanks, or leap on top of the shac 
garage roof and aim at another Battle Tank in 
this ualley [Path 04A]. 
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JL Plan 
02 : 

Defeat the 
KPA Tank 
(West): Ideally, 
you J d do this 
after securing 
the plantation 
shack. Trundle 
toward this enemy 
onto the yrass outside the plantation © and let rip with 
your main cannon, keeping your speed up because one 
return strike can cripple yourTank. Blast it until it enplodes. 
After this destruction, trundle forward in a roughly southerly 
route toward the enemy Tank in the middle of the ualley and 
engage it in combat. This occurs during Path 04A. 


You can driue easily through the plantation trees in 
your Tank. Howeuer, don't try this in the Pickup Truck 
or LTU, or you J ll crash suddenly and damage your 
^uehicle. j 


poiuter" 




If you simply wait and wait, your team euentually 
destroys the nearby Tanks, allowing you a somewhat 
safer progress down the ualley. Although if you do 
that, you won't be testing your skills during this tinie^j 



Y Plan 03: 

Defeat the KPA 
Tank [East]: Ideally, 
you J d also do this 
after securing the 
plantation shack. 

An enemy Tank 
prowls the eastern 
ualley behind the 
clump of bushes 


left [or east] of the plantation shack ©. Driue or Sprint to 
near the Tank J s location and defeat it in one of the usual 
ways: 

missile blasts from your missile Launcher. 

Cannon blasts from yourTank. 

Enplosiue Charges clamped to the Tank's body after Speed 
Sprinting in, then back into couer. 


1(7)1 POINTER I 

addition, watch out for a roving ITU with a U 
couple of foes inside. A simple, single strike from 
your Tank, or any of the preuiously described 
ITU takedown tactics work for eliminating this 
uehicle. Don't worry if you don't encounter it. Just 
press onward! j 



Apply these techniques to all the Tanks you 
encounter for the remainder of this mission, unles 
^otherwise stated. 


^C>F>TICDril=IL^ PRTH 
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03B. stalling to the uiest 




Y Plan 01: 

Taking a 
Uehicle: Route 2: 

The other way to 
enter this ualley 
is to ignore the 
dirt road from the 
train station and 
instead maneuuer 
around the engine 
onto the tracks © and start accelerating down the railroad 
line. Keep your speed up as the massiue quake shakes the 
entire island. 


Y Driue 

onward 
and then begin 
to peel off to the 
left slightly onto 
the grass [at 
UJaypoint ©], so 
you J re in between 
an enemy Tank 
and a patch of 
woodland. Fire or disembark and use missiles, but fire 
through the trees as the enemy finds it difficult to retaliate. 
Defeat the Tank easily, then climb back on your uehicle of 
choice. You can then: 


After this destruction, trundle on in a roughly southwest 
route toward the enemy Tank in the middle of the ualley and 
engage it in combat. This occurs during Path 04A. 


i 


\\ 


154 


Head toward the banana plantation shack [especially if 
you require a Tank]. 

Or, continue southward into the middle of the ualley and 
begin Objectiue 04. 
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03C. other possible Tactics 


1 Plan 01: Taking the ITU: These general tactics work well 
ftp when yeu J re driuing both the LTU or the Pickup Truck 
gou found at the plantation shack. First arm yourself with 
the missile Launcher. Then driue and park behind a boulder, 
clump of trees, or other secluded area offering couer. Get 
out of your uehicle. 


With your missile 
Launcher primed, 
deliuer its payload 
at the Tank, 

Helicopter or AA 
battery you are 
attempting to 
defeat. Circle- 
strafe around it, 
using Speed if 
there aren J t many 
foes, or seeking 
couer if there are. 

After three strikes, 
allTanks enplode. 

AA batteries only 
need one missile 
to destroy them. 

If you don J t haue 
missiles, clamp 
an Enplosiue Charge on them instead. If you haue neither 
Charges nor missiles, find some! Then return to your uehicle 
and continue. 


Objective 04. Deetroy the Anti-Aircraft Artillery 


0? . os 


. ■ 


& 


fi - 


& 


"Head's up ; Marines. Ule 
need to clear those Triple-Os 
before we can call in those 
oir Strihes!" 


i5B iSMuEZEnM 
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Y Plan 02: Frantic Footfalls: It is hbubt a good idea to 
trauel on foot around much of this ualley, as it is 
too big, and the threats too seuere. There J s also a limited 
number of takedown opportunities. If you find yourself 
without a uehicle, retreat to the plantation to driue the Tank 
or Pickup Truck. Or, head forthe nearest clump of bushes 
and Speed Sprint southward toward the first AA battery. 


Y Plan 03: 
Western 
Perimeter Drive: 

Another option 
when you J re 
racing along the 
train tracks is to 
ignore the Tank 
near © and press 
forward. You soon 
clear its range, but beware of the Tank if you decide to 
return here! Objectiues 04 and 05 now begin. 


ADUISORY 


Although this isn't ever a wise plan, there may 
be some situations that call for you to improvise, 
such as standing on an enemy Tank and riding 
on top of it while firing at other Tanks: They don't 
fire back, but you don't have any control of where 
you're going! 







ADUISORV 


2 


This is a good spot to return to if you need a missile 
Launcher or Enplosive Charge. 




if^a 




You can continue 
on your way in your 
uehicle, or moue 
eastward to the 
edye of the small 
plateau you J re on. 

Ahead you can 
see at least two 
or three enemy 
Tanks, but there J s 

<0 

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


Point your Tank 
south-southeast 
and driue it just 
to the riyht of a 
central thicket of 
trees ©. A larye 
rock boulder is 
ahead and to 
the riyht. Blast 
the nearby Tank 
immediately. Howeuer, you shouldn't moue out of the couer 
that the thicket to your left prouides, as two more Tanks are 
prowliny this area. 


one near the larye boulder nearest to you that you should 
taryet first. Sprint down to the tree © and let rip with your 
Launcher to destroy the Tank near the cluster of boulders to 
the southeast. 

Now attempt the same takedowns for the two or three 
other KPA Tanks in this areaj you can destroy them all from 
this relatiuely safe place! 
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04A. Destroying no flatten) 01 


ODUISORV 


These tactics can be attempted either inside a Tank 
or in a vehicle with periodic eniting to fire your 
missile Launcher. 


1 Plan 01: 

%P Reaching the 
First AA Battery 
[Along the Railroad): 

Driue out of the 
plantation area 
©, ideally in a 
Tank, and head 
directly west. 

Turn south at the 
perimeter railroad tracks and follow them until you spot 
a small machine gun nest on your left ©. Optionally, get 
out, check for KPA infantry, then bag the Enplosiue Charges 
here. 


040. Destroying oo Battery 01 

Y Plan 01. 
Reaching 

the First AA Battery 
[Up the middle): 

Assuming you 
began your 
ualley run in 
the plantation 
compound 
©, grab the Tank 
and roll out turning south and then following the road, or 
else driuing straight ouerthe banana trees. Stop before 
you reach the grass though. There may be a second KPA 
Helicopter coming in. Raise your cannon and blast the 
chopper out of the sky without reuealing your uehicle to the 
enemy Tanks. 


Head back into your 
uehicle with a full 
missile Launcher 
and trundle on 
southward, 
following the 
railroad. Stop at 
the brown earth 
promontory © and 
look eastward. 

If you'ue preuiously been blasting Tanks, you shouldn't 
haue any incoming fire to worry about eucept that from a 
possible KPA Helicopter. Knock it out of the sky, then scan 
the large clump of trees and rocky hill. Your first AA battery 
is here. Shoot a single missile from this long distance and 
enplode it. Encellent! Two to go! 

Now continue along the railroad, toward the nent AA 
battery Path 04C. 
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You are actually continuing toward Objective 05 u 
(sabotaging the munitions dump) as you complete 
I this task. 
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This section reueals the best order in u 
which to tackle the three AA batteries, and 
also has additional takedown tactics for 
destroying the batteries and the enemies 
defending them, from a variety of different 
positions. 
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With the Tank 
to the south 
defeated, you can 
driue southeast 
and engage both 
Tanks while 
watching out for 
missile fire from 
the east. It is 
better to emt your 
uehicle while it is still in couer and run to the sand crates 
at the edge of this thicket ©. Take any of the following: 
Enplosiue Charges and FY71 ammo. 

Now aim a missile at the Tanks southeast of you in the 
center of this ualley. If you J re coming under heauy fire, 
switch to Armor and back into the trees. Then take out a 
scoped rifle and down the heauily armored force hiding in 
the nent large thicket to the east-southeast. [An accurate 
shot into the enplosiue barrel helps immensely.] You can 
try to destroy all of these enemies in yourTank, but you 
may be ouerwhelmed. Now driue onward! 


You should now 
try one of the 
following options: 

Driue yourTank 
almost directly 
southeast past 
the thicket on your 
left, then turn your 
turret eastward [at 
©]. Blast the first 
AA battery, then choose one of the plans for destroying the 
second AA battery. 

Dr, get out of your uehicle at the nent thicket ©, where you 
took down the KPA Special Forces crew, and uenture into the 
thicket heading southeast. Emerge beside the AA battery and 
destroy it with an Enplosiue Charge or missile. Both can be 
found nearthe sand crates on an ammo bon pallet. 

Y Plan 02. 

Reaching 

the First AA Battery 
[Along the Eastern 
Flank]: This is an 
interesting route 
to take if you doiVt 
haue a uehicle, 
or are using the 
Pickup and/or you 
don J t want to engage the majority of the Tanks in the main 
ualley. From the banana plantation ©, maneuuer eastward. 
You pass a brown earth promontory © where some of your 
troops may haue reached. Keep going east! 

You arriue at an 
area of woodland 
at the base of the 
ualley perimeter. 
This is a good 
spot from which 
to aim at the KPA 
Helicopter and 
ang Tanks, but 
with only three 

missiles, you may wish to saue your ammo. Turn southeast 
from this stretch of woodland © and run into the trees. 
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Continue your run until you reach a small 
tomato groue and a metal hut ©. If gou look 
out and southwest, you can see an LTU and a 
blockade of tank traps. Don J t uenture down herej 
you would face problems with a group of foes 
guarding this blockade ©. Instead, follow the 
small dirt path to the southeast ouer a small hump 
and past a fallen tree on your right. 

You can J t get a clear shot of the AA battery to your 
west, so make a decision: Attack the KPA infantry guarding 
the tank trap, or continue along the perimeter heading 
southeast. 

Attacking the 
Guards: maneuuer 
down the path 
and lob a Smoke 
Grenade to hinder 
your attackers, 
then destroy them 
with missiles. 

Grenades, or your 
fauorite rifle. You 
can then easily look southwest and aim at the AA battery 
from this distance and destroy it. Then ransack the goods 
behind the sand crates at the blockade: Gather Enplosiue 
Charges and Smoke Grenades. 

There is also an LTU to make use of when gou attack the 
second KPA AA battery. 

Heading southeast: 

If you wish 
to ignore this 
combat, head 
southeast along 
the wooded 
perimeter, and 
stay on the 
uery edge of the 
perimeter wall. 

After a good fiue to ten seconds of walking, look right 
© and locate the AA batterg through the trees. Launch a 
missile from here. You can now stay at this perimeter and 
continue all the way to AA battery 02 if you wish. 


Naturally, you can attach the blockade guards “'l 
using a Tank, and from any other direction, but this 
route offers the best protection and the element of 
surprise. 
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04C. Destroying DO Batteries 02 and 03 
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Attempt this route no matter which path you chose 
to finish the first AA battery. This route allows you to 
complete Objectives 04 and 05 with ease. 


BWV si* L&mT&Q} - 

i 5 7 Bm 

\^// 

Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 













Long- 
Range 
missiles: 

From the 
brown earth 
F promontory 
©, continue 
your journey along 
the railroad toward 
a sniper tower and 
chokepoint Cl , where a group of Special Forces and snipers 
are waiting. A number of methods can be used to secure 
this location: 


^■7 




Plan 01. Tank 
Cannon Carnage: 

The first one to 
try is to launch 
cannon fire at 
the foes on the 
tracks, then up at 
the sniper tower, 
and swing right to 
catch the sniper 
standing on the rock ledge. Continue to destrog a second 
snipertower # that ouerlooks a lake to the east. Squeeze 
your Tank through the concrete barriers toward a parked LTU. 
This is emptg, so don J t destrog it. 

When no signs of life moue past the barrier, continue 
along the rail tracks. Ignore the road to your right, and 
trauel behind a rocky hill, or down and left, to the shore of 
the lake. Stop at the LTU ®. 

Plan 02. Turret 
Takedowns: Park 
your Tank within 
turret range, but not 
too close. After any 
foes with missile 
Launchers haue 
been defeated, 
step out of your 
Tank, hop onto 

the turret roof, and lay waste using the turret. This makes 
taking down the four snipers much easier. There is a sniper 
on the rock ledge up and right of you. Another is on the 
tower to your left. Two more snipers are on the tower ahead, 
ouerlooking the lake. Defeat eueryone using the turret, then 
continue along in the Tank to the LTU. 

Plan 03. Pedestrian 
Punishment: You 

can pull your 
uehicle into the 
rassy slope on the 
left® and hide the 
uehicle from the 
enemy fire. Then 
Cloak [or better yet. 

Speed Sprint] along 
the rocky wall below the barrier all the way to a set of large 
rock steps ©. Turn southwest, then west, and try any of the 
following: 

Crouch while cloaking and snipe the snipers in the tower 
and on the rock ledge. Then moue to the couer of the 
barricade and finish the heauily armored foes with your 
fauorite rifle and Grenades. 


jrf-*. 


Lob Smoke Grenades as you close in. Speed Sprint and 
Speed Climb up the snipertower, knocking the sniper 
away from his perch, and use this structure to rain 
Grenades and rifle fire down on foes. 

Dr, you could back off to entreme range and snipe from 
any of the thickets en route to this point. 

Dr, you could Cloak and head southwest to the rock wall, 
turn northwest, and climb onto the narrow ledge the 
sniper is waiting on. Dispatch him now, or before you 
make the climb, then rain down Grenades and rifle fire. 

Dr, try heading east to the uppersni per tower® and 
snipe both foes, or climb and defeat the foes at close 
quarters. Then turn to face west and snipe all the foes 
from this uantage point, after clearing the two palm 
trees blocking your uiew. 

There is a stash of Euplosiue Charges to collect from 
this barricade. 

NOW continue 
in gourTank, 
uehicle, or on 
foot to the LTU. 

Ang KPA menace 
ouerlooking the 
riuer is dangerous 
if you leaue it 
intact. Look due 
east through your 
sniperscope and pick off any foes you can find. 

Now head 
southeast along 
the railroad until 
you spot the neut 
AA battery. It is a 
simple matter of 
blasting it with a 
missile or attaching 
an Enplosiue Charge 
and standing 
outside the blast radius. 

Pass the burning 
wreckage of the 
AA battery and 
continue along 
the railroad for a 
second or two, 
then slow down 
and look to the 
northeast. Across 
the sunlit lake, to 
the right of the small island in the middle of the lake, on 
the opposite shore, is the last AA battery. Use a missile or 
cannon fire to destroy it without hauing to approach the 
enemies in this area! 

You should nouu listen to major Strickland and paint 
the munitions dump for an Air Strike [Objectiue 05), 
which is far easier than you might think! 
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f'vou cannot loch onto a target with the li 
missile Launcher. Therefore J zoom in to 
locate the enemy tanh or battery J keep 
your laser dot on the taryet, then zoom out. 
Adjust the trajectory up sliyhtly and hold 
your aim steady as you fire. Keep your 
[^reticle squarely on the taryet until impact, j 


Y Hike 02. Up the Southwest Lake Cliffs: You can run 

along the top of this large rockg hill bg heading north 
from the upper sniper tower CG , Alternatiuelg, from the 
gulleg between the two cliffs ®, moue southward into a 
small forest and locate the grass growing partiallg up the 
side of the cliff ®. Strength Jump up onto the ledge and 
follow the grass up to the cliffs spine. You can now 
mount an assault on the upper snipertower on foot, and 
attack the barrier bg the railroad [near #], or else find a 
uantage point offering uiews of all the targets gou wish to 
destrog 


Y Plan 03: 

Into the 

Lake Gulley: Your 
mission doesn J t 
need to inuolue 
rock climbing: You 
can moue to the 
gulleg between 
the two cliffs 
D3 and bring out 
gour preferred weapon. Drop two heauilg armored guards 
along the pathwag that leads to a lakeside jettg and a 
Speedboat. 

From this location, gou can trauel angwhere on the lake, 
but there are Speedboats to the southeast at a mooring 
at the base of the munitions dump settlement #, and to 
the east-northeast bg the AA batterg on a shallow rock 
outcrop 07 : . 


040. Destroyinu hh Batteries 02 and 03 
[uantage Points] 
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These other options are auailable to complete 
this section uia a different route, or if you are 
hauiny trouble tackliny the barrier and sniper 
towers. 

The uantaye points shown are imperatiue for 
the followiny: 

The destruction of the second and third AA 
batteries. 

The destruction of the upper snipertower 
ouerlookiny the lake. 

The taryetiny of the munitions dump (Objective 
05: Part 2; althouyh only one place allows 
you to paint the taryet]. 


Y Hike oi. up 
the Curved 
Lake Cliffs: If gou 
moue southeast 
from the remains 
of the first AA 
batterg, gou can 
use Strength 
Jumps to bound 
up the rockg cliff 
in front of gou Dl . This takes gou all the wag to the rr spine JJ 
of the cliff. Spend a few minutes finding a great spot from 
which to fire gour missiles If! and then let rip! 

You can also slide down this cliff side to the lake, the 
cluster of KPA blocking the dirt road to the uillage, or 
angwhere else gou wish to euplore. 


You only need to use the Speedboat to reach 
the southern side of the lake, unless you J re out 
of missiles and want to destroy the eastern AA 
battery at close quarters. 

^ You acquired the Speedboat! 


ijPOJTER I 


feu 


If you are in the ualley or near the blockade of u 
tank traps to the east after destroying the first AA 
battery, you can try the following hiking options: 







If you 
don J t haue 
a missile 
Launcher to 
destroy the AA 
battery by the 
lake and the one 
by the railroad 
up and to your 
right, you should 
begin an infiltration of the second blockade #. Use the 
Speedboat to reach the blockade jettg and rush eastward, 
leaping onto the outcrop and hiding by the small uertical 
rock atop it. 

You should now 
engage the 
enemies from 
the partial couer 
the uertical rock 
slab giues gou. Bg 
now, gou should 
be utilizing the 
rr double Grenade JJ 
technigue of 

throwing one Grenade behind a group of foes, then one in 
front so theg J re stuck between both enplosions. Cut down 
the remaining foes with gour rifle fire. 




ADUISORV 
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You can always move atop the cliff overlooking U 
this blockade (near i)) and snipe from couer, 

^height, and range. 



Continue battling 
toward an LTU, as 
Recon teams tend 
to be lurking in 
the undergrowth 
around these 
parts. Resist the 
temptation to 
destrog the LTU, 
but carue up the 
enemies using the technigues gou perfected in preuious 
missions. For enample, use the sand crates as couer and 
optionallg Cloak if the combat is taking its toll on gour 
health. 


Finallg, attach an 
Enplosiue Charge 
onto the bodg of 
the AA batterg 
and destrog it. 

The following 
items can be 
grabbed, either 
during the battle 
or afterthe area is secure: Euplosiue Charges, Pistol 
ammo, and Smoke Grenades. 

Y Plan 04: 

Speedboat 
Hut Hunt: If you J re 
approaching from 
the railroad and 
want to maneuuer 
into close combat 
on the lake's 
eastern side, you 
can try driuing or 
running to the Speedboat shack to the south, which offers 
a Pickup to driue up into the dump area [Objectiue 05], or a 
Speedboat to pilot across the lake. 

Y Plan 05: 

South of the 
Blockade: There are 
two other main 
plans to trg when 
attacking the 
sguad of enemies 
near the AA battery 
on the lake side. 

First, you need to 
maneuuer around the cliff, along the dirt road #, heading 
south from the first blockade ©. UJhen gou can see the 
ditch in the road, trg one of the following plans: 

Rriue a Tank along here, blasting foes with gour cannon 
and attached machine gun. Rriue ouerthe ditch and shoot 
the AA batterg before finishing stragglers with the turret 
machine gun gou emt the uehicle to reach. 

Gr, you can use the boulders and side of the cliff. Cloaking 
and then lobbing Smoke and Frag Grenades into the guartet 
of foes just begond the ditch. Then methodicallg dispatch 
the rest of the foes with weapon fire or gour missile 
Launcher while using the rockg sides as couer. 

Gr, gou can peel off eastward into the perimeter woods 
to gour left, southeast of UJagpoint D9), and hide in this area 
before beginning Plan 05. 







Plan 06: 
Sneak 

Sliding Away: An 

excellent method 
of defeating the 
lakeside blockade 
is to continue 
heading along the 
eastern perimeter 
in the woods from 
UJagpoint ©, where gou shot the first AA batterg. Continue 
mouing while Cloaked, if gou wish, until gou reach the 
edge of the ditch Dio . Then attack the four foes from the 
side. 
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Vo li can utilize the ceuerthis woodland affords you, staying 
between the trees or pushing forward into the open, depending 
on how the enemies react to you. Smoke and Frag Grenades are 
encellent here. When you J ue destroged any Recon soldiers south 
of the sand crates, take a moment to shoot the final AA battery and 
the snipertower across the lake. 


Objective 05. Part 1: Sabotage the North Korean munitions Dump 
Objective 05. Part 2: Paint the munitions Dump in Preparation 
for the Air Strike 


"Light her up, son. Let's hit 
them hard!" 

— major Strickland 


i6i ri mm: 
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moue to this 
location ideally 
after you destroy 
the barrier enemies 
on the railroad 
nearby. Then look 
east-southeast 
toward the depot 
bring out your 
Binoculars when 
prompted, and press Ql. A duo of fighter jets bombards the 
area with enplosiues, completelg destroging these enemg 
Tanks! You can now immediatelg begin Objectiues QG and 07. 


POINTER 


You can destroy the sniper tower, as you only nee 
be standiny on the cliff promontory overlooking the 
lake, not atop the tower itself. (Although the strike 
can be ordered from the tower, too.) 


I There is only 
one place 

where you can call 
in the Air Strike 
and complete Part 
2 of this objectiue 
first [which is 
preferred), make 
sure that all the 
AA batteries are 
destroyed. Then check your Binoculars. You see another 
target has appeared, as well as the munitions dump. It is 
the upper snipertower @. 


Although you are giuen Objective 05: Part 1 first [before] 
Objective 04, in fact), if you followed the plans during 
Objective 04, you receive an additional Objective [05: 
Part 2], to target the munitions dump for an Air Strike, 
now that all AA batteries are destroyed. 
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05A. calling in the Dir strihe immediatelg 
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The remainder of this section details the U 
various ways you can assault the munitions 
dump settlement, and destroy the depot 
without resorting to Air Strikes. Choose these 
options if you didn't defeat all the AA batteries, 
or you wish more close, house-to-house 
combat. You can also attempt everything 
except destroying the depot if you finish Path 
05A, too. 
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05U. securing the munitions uump settlement 
(frnm the west Railroad) 


£ 


Plan 01: Driving 
to Destruction: 

If you still have 
a Tank or an LTU, 
drive it along the 
railroad toward the 
outskirts of the 
settlement 
©, where a 
machine gunner 
sits bg his nest. Tag him and drive around to the right 
avoiding all the sand crates. 

There are about IB 
heavilg armored 
KPA foes in this 
eight-building 
settlement as 

well as the Tank to *=- 

the northeast near * 

the waterfall. You 

can try one of the 

following plans if 

gou want to continue driving into this settlement: 

make a sharp left turn after the first shack ©, and locate 
the Tank ahead of gou. Blast it with gour cannon if gou J re in 
the Tank. 

If not steer right instead, awag from the Tank, and ignore 
the gunfire as it pings off gour LTU J s armor. Drive north- 
eastward, to the munitions dump to set it ablaze manuallg. 

Or, you can park your LTU, and roam the area on foot. 

Or, you can stop and methodically shoot the enemies 
using the LTU J s turret. 

Or, you can drive and park, using both the turret and gour 
own weapons, and the LTU as moving cover. 


i Plan 02: 
Running into 
a Rampage: If 

you don J t have a 
vehicle in which to 
advance through 
the settlement and 
thereby attract 
all manner of KPA 
small arms fire, 
stop and plan a more subtle approach to this building-to- 
building combat. Remember to utilize ang and all tactics from 
your previous enperience of tackling the village mission. The 
following represents a good plan for clearing all foes from 
this area, beginning at the machine gun nest ©. 

Turn to face a 
northeasterlg 
direction, and 
ready two rifles: 
one with a Sniper 
Scope, and one 
with your Iron 
Sight or Reflen 
Scope. Hop over 
the sand crates 
and rush overthe vegetable patch to the first building ©. 
Bring out gour Binoculars if gou J re not taking fire and check 
for foes. Ose the metal fencing as cover, but stay away 
from the oil boiler to your left. 


You may run out of rifle ammunition during this part^l 
of the mission. React with one of the following 
plans: 

Rich up ammo from euery soldier you slay. 

Locate the KPA trailer and stoch up, whether you J re 
under fire or not. 

Find one of the parked LTU and use the turret on top 
of it. 

Retreat, and ignore this area. j 

Stay in this area 
and fire three 
missiles into 
the Tank if you 
haven't destroyed 
it already. This 
is a reasonably 
safe place to 
try this out, as 
you aren't likely 
to be surrounded on all sides. You continue to face stiff 
opposition from heavily armored foes, but stay in this 
area and wait for the foes to come to you. When only a 
smattering of foes remains, push northeast toward the nent 
shack with the rusting car near it ©. 
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odd. securing the munitions Dump settlement 
[other Routes) 
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Use these routes if you J re heading up the east side 
of the ualley, near the laheside blockade, and don J t 
wish to target the Air Strike. Use one of the parked 
ITUs near the AA battery to journey up the hill. If one 
isn J t auailable, simply run up the road. 

t Plan 01: Driue and Diue: maneuuer up the dirt road as 
it winds toward a bridge that is completely blocked 
with tank traps. DoiVt reueal your location by driuing too 
close to this area © Instead, stop before the crest of the 
hill and slink into the woods, heading southwest. 


This isn J t partic- 
ularly safe, so 
hop ouer the 
fence and use 
the sand crates 
across from the 
now-smoldering 
Tank as couer. 
Take care of foes 
coming at you 

from across the main road. Face east and defeat them all, 
using preuiously honed technigues. Then moue northeast 
toward the blocked bridge ©, and use the sand crates and 
shack here for additional couer. 


Press on across 
the dirt road 
heading east 
using the line of 
sand crates as 
couer, and assault 
the machine gun 
nest and white 
shack on the 
other side. Under 
the metal wood storage structure ©, y ou J LL find a missile 
Launcher. Now turn southward, and head along the dirt 
road to the left of the building. Drop the Recon unit roaming 
around here. 


1 Plan 03: Other methods of Settlement Securing: There are 
5[P near-infinite possibilities for tackling this settlement 
using technigues you deueloped in your preuious 
euperience. Below are some of the ones you may haue the 
most entertaining time trying: 

Grabbing and lobbing chickens at the enemy [amusing, 
but inflicts minimal damage]. 

Rolling cable spools into foes. 

Strength Punching the larger objects into enemies, such 
as the generator trailer. 

Cutting palm trees down to use as couer. 

Lobbing enplosiue barrels at foes, using their bullets to 
catch the barrel on fire. 

Using a uariety of new objects, such as the potted ferns, 
as armor and lobbing them at foes. 

Throwing foes off into the riuer or waterfall, or into 
buildings. 

Seeing how many chickens you can slay with a missile 
strike or planted Charge. 

Hiding in the orange refuse containers, and sniping from 
them. 

Leaping from rooftop to rooftop in a Strength-induced 
frenzy. 

Using your auailable Grenades [Smoke, Frag, and 
Flashbang] to defeat all foes. 
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Remember that Grenades are helpful in flushiny u 
foes out from hiding places, coueriny your tracks, 
or attractiny attention in a different part of the 
settlement. 


RDUISORV 
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If you need to know where the munitions dump is 
located, look for the larye radio mast. 

Head through the 
trio of shacks 
near the tomato 
plantation © and 
continue mouing 
roughly south or 
southeast toward 
the munitions 
dump. The Tanks 
aren't actiue, but 
there are still some KPA soldiers running about, especially 
in the trees near the parked LTU to the southwest. Either 
defeat all the soldiers or destroy the munitions dump and 
fleej either is satisfactory. 
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JL Plan 03: 

The Hidden 
Promontory: As 

you leaue the 
lake area uia the 
road and start to 
head east look 
at the sloping 
grassy area to 
your left ©. This 


is actually a great area to maneuuer through armed with 
a rifle. 


Continue up 
this grassy 
embankment 
keeping the dirt 
road to gour right 
until gou reach a 
promontorg with 
two KPA troops 
waiting for gou 
©. Drop them 

both immediately, then secure the area. Additional Recon 
enemies mag be maneuuering in this zone. 


This promontorg 
offers enceptional 
uiews. In fact 
gou can target the 
sniper tower, both 
AA batteries, and 
[more importantlg] 
the munitions 
dump from here. 

Launch a missile, 
or euen snipe one of the fuel tanks at the back of the 
depot and destrog it from this entreme range! 


You can now 
maneuuer 
angwhere gou 
wish, auoiding 
the settlement 
completely, or 
heading toward 
it uia the bridge. 

Howeuer, gou can 
also drop down 
and moue southward through the forest ©. If gou use 
the path, gou encounter a four-man Recon unit near the 
riuer at Waypoint ©. Trg keeping to the upper ground to 
the left so gou can surprise them, and not the other wag 
around. Then choose whateuer route gou like to escape 
[down and off the waterfall, or around the rear of the 
settlement]. 


Locate 
the riuer 
near the 
waterfall, 
under the 
bridge. From 
here, you try the 
following: 

Cross the riuer 
and Strength Jump 
up to the sand crates ©, beginning a slow but steady infil- 
tration of the settlement. Be sure you blast the Tank to the 
southwest with three missiles, or Cloak and clamp a Charge 
onto it before gou continue. 

Dr, stay under and around the bridge, lobbing Grenades up 
and into the fortifications, before waiting for foes to come 
to gou. 

Dr, remain at the north side of the bridge, using the tank 
traps as partial couer, and snipe foes gou can see. Lob more 
Grenades in, then use Smoke Grenades and cross the bridge 
using Strength Jumps. 

Now begin a thorough defeat of the KPA forces throughout 
this settlement on foot. 


1 Plan 02: Drive 
and Head 
Upstream: Driue 
or run up to the 
bridge ©, but 
instead of peeling 
off to the right, 
head left into the 
riuer, then driue 
or run upstream. 
You encounter little resistance this wag, and gou find 
a couple of choice spots from which to infiltrate the 
settlement. 


The first is 
around the bend 
in the riuer to 
the southwest 
©. Locate the 
mud-colored bank 
and either driue 
or dash up. You J re 
near a trio of 
shacks adjacent 
to the tomato plantation. You can guicklg head left, and 
reach the munitions dump easilg. 


Or, gou can head 
farther upstream 
[but don J t reach 
the waterfall as 
that is too far]. 

Peel off to the right 
and locate the rear 
entrance to this 
settlement 
©. Be uerg careful 
negotiating the ground and auoid all the barbed wire or 
gou J ll set off mines. You can easilg enter the depot now, 
or better getj lob a Grenade into the depot shack without 
entering the area at all! 


It 


RDUISORV 


If the objectiue isn't awarded, it is because a Tank 
hasn't blown up. Shoot another missile into the 
depot to finish the job. 







I Plan 04: 

^P Approaching 
. from the South: 

*. T * 1 ' s is anot i ier 

i hH es-scellent place for 
! demolishing the 
H munitions dump 
E with out getting 
733 gour hands dirtg 
with building-to- 

building, on foot combat. Driue [ideallg a Tank] eastward 
along the railroad, passing the shack and KPA trailer. 


If you approach from the lahe J try shootiny 
the Tank from the boat mooring. Look up 
and east at the cliff and fire missiles. 


As gou reach the 
final KPA barricade 

[Qbjectiue 07], turn eft i^'. 

and look south 

©. The depot is . . 

right in front of you Jt** 

and it has limited 

defenses. Trundle 

ouer and blast 

away, or destrog 

the depot on foot then run around the back to the shack for 
couer. 


JL Destroying 
5P the munitions 
Dump: Without an 
Air Strike, trg one of 
the following plans 
to blow up the 
munitions dump at 
the eastern edge of 
this settlement: 


eastward, then east on foot. This leads you into the edge 
of the settlement and a machine gun nest ©. Enpect heauy 
resistance from foes and the Tank. It is safest to run right 
to the first building by the uegetable patch, and begin Path 
05D: Plan 02. 


Fire a cannon or turret machine gun round at the fuel tanks 
or enplosiue barrels. 

Fire any weapon at the fuel tanks or enplosiue barrels. 

Fire three missiles at one of the Tanks. 

Attach an Enplosiue Charge to one of the Tanks, fuel tanks, 
or barrels. 

Throw an enplosiue barrel into the cluster of enplosiue 
barrels. 

Lob a Grenade into the cluster of euplosiue barrels. 


Ransacking the trailer may be necessary J before or 
during the securing of this settlement. Use this trailer 
as couer. 


Y Ransacking 
the KPA 
Trailer: Whether 
you J ue destroyed 
the munitions dump 1 
or not, the KPA 
trailer Dl on the 

north side of the -.. v V l.‘ C ^ 

settlement near the 
rail tracks is your 

safest source for items. Grab your weapon of choice here: 
Shotgun, FY71, or smG. By risking enemy fire, you can also 
pillage more items from the crates in the center of the uillage, 
including FY71 and ammo, smG and ammo, Enplosiue Charges, 
Rifle Grenades, Frag Grenades, Smoke Grenades, Flashbangs, 
Precision Rifle and ammo, and Shotgun and ammo. 
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Objective 06. Retrieve the Geuee Rifle 
Objective 07. Proceed to the mine 


"Push up f, marines. West side 
of the valley! I'll lay down 
suppressiny fire, move out!" 

— major Strickland 


j]j RDUISORV s 


Whether you defeated the ground troops in the village 
or not after the munitions dump is blown up, the Gauss 
Rifle is deliuered. This means you can use the Gauss 
Rifle on the foes and Tanh in the settlement. However, 
it is wiser to beep a full complement of ammo for this 
weapon for the next mission: Awakening. 


RDUISORV 




With the fuel tank destroyed, and [ideally] all !>i 
the settlement enemies defeated, you have two 
additional tasks to complete before you can push on 
to the mine. 


V ^ _ ~ rr ' & vi ^ Vou acquired the Gauss Rifle! 

Armor Speed Strength Cloak Object Gun Add-On Grenades Explosives Vehicle 


ogo. Going for the Gauss nine 



nest by the settlement uegetable patch 
location. 


JL As soon as 
the munitions 
dump is destroyed, 
a UTQL [Uulture 
Sin-Four] begins 
to make its way 
to an area just to 
the south of the 
rail tracks before 
the machine gun 
•- moue to this 




POINTER 


1 

A second ammo crate for the Gauss Rifle is inside u 
this UTOL. This means you can defeat the foes at the 
final blockade [Path 07A), then return to restock this 
weapon. 

The Gauss Rifle is a one-shot rifle with a long reload, 
but its shots can drop a soldier and immobilize a Tank! 
This is an excellent anti-uehicle weapon and sniper 
rifle in one incredibly powerful package! 






UJatch as the 
L lands and let 
the marines emt 


before you enter. 

Swap your least 
powerful rifle for a 
brand-new, state- 
of-the-art weapon: 
the Gauss Rifle! _ " 

Grab the bon of 

Gauss Rifle ammunition, too. Back out of the UTOL and affin 
yourfauorite scope onto the Gauss Rifle [the Sniper Scope is 
recommended]. 


1 


166 


W »> 

Armor Speed 


Object 


Grenades Explosives Vehicle 


Plan 01: 

Engaging the 
Blockade: Driue 
or run southeast 
toward the barricade 
until you reach 
the tank traps 
©■ Disembark from 
a uehicle if you J re 

in one. Vou can use 

your uehicle J s turret to destroy the two foes on each machine 
gun nest, or use the uehicle as couer. Then break into the 
woods [right], or toward the rocky gulley wall [left]. 
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If you J re approaching on foot uenture toward the barricade 
from inside the settlement. 


Speed Sprint or 
Cloak and reach 
the concrete 
barrier on either 
side of the railroad 
gulley © and use 
it as couer. Lob 
Smoke Grenades 
as you approach 
and offer up Frag 
Grenades to get the remainder of the sin-man team out in 
the open. Then step around the barricades and finish them 
with rifle fire. 

Or, you can use your Gauss Rifle from range. 

Or, you can fire missiles at them from range. 

Or, you can Strength Jump around the area, raining rifle 
death from aboue. 


Be sure you J ue taken down eueryone [including the foe 
behind the stack of sand crates at the back of the barricade] 
before you continue. 


I Plan 02: Coming 
in from the 
Western Woods: 

Prior to reaching 
the barricade, you 
can driue or diue 
right into the small 
wooded area. 

Sneak around the 

perimeter rock 

wall so you J re uiewing the barricade from the side ©. Then 
attack with yourfauorite weapons. Grenades work well 
hum. 


JL p ^ an 03: Co| ning in from the Eastern Rock Gulley: You can 

ijP euen make a daring approach from the gulley aboue 
the foes, although this takes some planning! Driue your LTU 
around to the rear of the forested area behind the munitions 
dump. Then accelerate toward a sloping area of rock wall 
© and driue up it. Leap out before the uehicle falls, land 
on top of the gulley, and work your way around and behind 
the barricade. You can now attack them without them 
benefiting from couer, or ignore them completely and emt 
to the mine. 


Once you J ue 
deliuered the final 
blow to the last 
soldier, check your 
ammunition leuels 
[especially if you 
used the Gauss 
Rifle]. Take any 
additional ammo 
you need. Then 

charge down the railroad until you reach a massiue fissure 
in the road. Your companions are stalled here, while you 
continue on toward the mine. 




s t Rn reac nriF 3 (=»miz> oveRvieu 


IL^f=»3L^ inTGLl L-OCHTC 
RPID OCTRRCT <=l\/IL^II=in 
HOSTRGeS 

Dr. Rosenthal's daughter, Helena, and a 
colleague are being held in a mining complen 
in the mountains. Locate and entract the last 
two hostages. 

The location of General Hyong J s secret is 
about to be unueiled as gou moue closer to 
the giant mountain and the tremors become 
more pronounced. In between intermittent rock 
falls, gou must press on to clear a refinerg 
crusher facilitg of foes so Strickland's men can 
land and assist gou in the push to the mine 
entrance. Before this happens, howeuer, gou 
haue the option of infiltrating and neutralizing 
a compound filled with HPA troops and a Tank. 
The largest of the compound buildings houses 
intelligence data that, while not imperatiue, is 
certainly needed bg the U.S. military. 

After gou haue achieued this, gou can 
aduance to the refinerg crusher and meet fierce 
resistance in the form of Nanosuit troopers from 
the HP A, some of which are sporting a new and 
incrediblg dangerous minigun. Naturally, after 
gou defeat one of these troops, gou can trg out 
this amazing weapon gourself! With the crusher 
secure, the major's UTDLs can land and gou can 
begin a treh to the mine entrance. 

Along the wag, gou must nullifg a couple 
of HPA Tanks and a number of less dangerous 
uehicles. The gigantic mine workings are dotted 
with troops as well. You J ll haue a driue in an 
LTU, followed bg periods of frantic firing to push 
to the mine entrance, where gou J ll encounter 
a series of trenched machine gun nests with a 
concentration of troops. After defeating them 
and entering the mine, gou must battle some 
Nanosuited HPA troops, fighting minigun fire with 
minigun fire, until the mine giues wag to a more 
natural, but no less dangerous series of tunnels 
and cauerns. At the end is General Hgong. He is 
about to trg to harness energg more powerful 
than the world has euer known.... He must be 
stopped at all costs! 
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r 7liat air support I promised you is on 
hold until we can secure a safe landing 
zone" 

— major Strickland 
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The routes to the 12 ouer at the crusher building U 
are varied, but there are two main paths to take: 
negotiating a mining compound (Part 1), or moving 
along a railroad track to gour west (Part 2). The 
railroad route is quicker and less dangerous. 

However, the mining compound offers much more 
ammunition and takedown opportunities. 
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Sniping, Then 

Sneaking: From your • 

initial deployment 

small jutting corner 

right and using gour Sniper or Gauss Rifle, and the Sniper 
Scope, drop the snipertower foe with a single shot. Crouch 
and use Strength if gou don J t trust gour aim. 


JL Plan 01.2: Continuing South: If you choose a minimum of 
^.P confrontation switch to Strength and moue ouerthe 
barbed wire fence to gour right then clamber [and Strength 
Jump] up the rocky hill and through the trees to a uantage 
point © ouerlooking two slag piles and the crusher building 
itself. 


skirt another long 
perimeter fence 
[remember gou 

can leap ouerthe . .-r ^j i irr 

fence into the base ■W*S® 
at any point along 
this run). When gou 

reach the end of the fence ©, gou can peel off to the right 
and ignore the compound, but a better plan is to try one or 
more of the following: 


f WL After the sniper 

I goes down, Cloak 
I and cross the 

I toward the large 
I tree in the woods 
I to your right and 
I drop to the ground 
I [(zfl behind it to 
recharge. Two KPA 

Helicopters head northward awag from gour location. Ignore 
them; don J t engage them with missiles! Now Cloak again. 


the depot [Building D on this guide map] and begin a counter- 
clockwise or clockwise securing of the base. 


H Head southwest 

through the 
woods [Cloaking 
is optional as 
there are no foes 
that can see gou]. 
Pass to the right 
of the barbed wire 
fence and moue 
to the corner of 

the compound ©. There J s a gap in the metal fence here, 
allowing gou access into the settlement. Sneak in using 
Cloak so as not to raise alarm until gou need to. You can 
now begin Optimal Path ®: Counterclockwise Securing. 


Or, gou can moue v 

eastward, toward 

the dirt road and 14 J 

gigantic mine work Hg 
p its, looking f o r a £ 

parked KPA Tank. 

Stop in couer 
. This uehicle 

may be here or may JBMjj 
be inside 

the compound if you weren't quiet enough and the alarm 
was sounded. It is a simple matter of shooting two Gauss 
Rifle rounds, two missiles, or Cloaking and clamping on 
some Enplosiue Charges to destrog it before it euen moues! 


Or, gou can run 
along the right 
perimeter fence 
all the way to the 
opposite corner 

.This allows HP 

you to ignore the 
enemies inside the 

c o m p o u n d e nt i re Ig m ? iSUyig g 
[although some ■JmS'.Wt 

head in from the dirt road when gou reach the LZ], as well as 
the foes on gour right, on the railroad. From here, gou can 
continue southward, turn left [east], or right [west]. 
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Objective 01 









i Plan 
IP 01.4: 

Heading 
West: Dr, 
you can peel 
off from the 
compound area 
entirely and 
head through the 
undergrowth to the 
middle of the railroad to begin taking down the patrolling 
guards. This isn J t quite as cunning as approaching from the 
north and heading south down the tracks, but you reach the 
LZ faster. 


>» 

Speed 


Strength 




Object 


Add-On 


Grenades Explosives Vehicle 


01B. Breaching the Enteiior: other lllags in 

Y Plan 01. Fence Leaping: Less imp res siue, in terms of 
stealth, is the plan to leap ouerthe metal fence by 
means of a simple Strength Jump. Remember you can leap 
anywhere around the compound perimeter, although the 
best place is near ©. 


ADUISORV N 


You can also leap out of the compound at any 
time, too: Attempt such a nioue if you J re being 
overwhelmed and wish to flee the area or retreat 
and attack from a different direction. 


Y Plan 02.1. 
Gate 

Sprinting: If stealth 
isn J t your style, 
you can always 
rush the front 
gate! Use Speed 
Sprinting and 
blast the guard in 
the machine gun 
nest along the way, while you hide behind the metal cross 
posts as couer. Ignore the minefield to your left and stop 
running at the fence just left of the entrance ©. 


The minefield to the left is highly dangerous and 
you J ll be blown up if you leap into this area. 

Stay away! Grenade lobbing activates some of 
the mines, but there are quicker ways into this 


[^compound. 




Y Plan 02.2. Leaping In: From the left side of the gate 
gou can simply jump ouerthe fence, surprising 
some foes, and then head east to seek refuge in Building E. 
You can now start a rather intensiue clockwise securing of 
this facility, as mang foes haue now spotted gou. 

Y Plan 02.3. 

Gunfire at 
the Gate: Dr, you 
can choose to fire 
on the incoming 
foes [and those 
milling about the 
base] from the 
relatiue safety of 
the gate. You know 
you won J t be attacked from behind if you stay here and 
shoot foes heading to the Transport Truck. After around sin 
or eight kills, enterthe base and begin counterclockwise or 
clockwise securing of each building. 

Y Plan 02.4. 
Keep On 

Trucking: Instead 
of destroying 
the Transport 
Truck parked at 
the main gate, 
you can utilize 
it both as couer 
[although watch 
out for enemy fire that could strike the enplosiue barrel on 
the flatbed] and as a uehicle to driue. Hop in the driuer J s 
seat [ideally after dealing with the roaming Tank] and driue 
south, then east and out of the compound. There J s no need 
to slow to shoot foes, as all they do is damage your Truck. 

Plan 02.5. 
Nabbing Items 
at the Nest: You may 
fire from the gate, or 
moue east from the 
compound corner 
© and loop behind 
the nest to slay 
the machine gun 
soldier. When the 
gunfire dies down, grab fiue Frag Grenades and FY71 ammo from 
inside the nest. Prepare for possible incoming foes that may 
come from this side of the gate. 


j 


Paths 02A. 02B, and 02C all involve entering this U 
compound, which isiVt strictly necessary for 
mission completion. Howeuer, Path ® is the safest 
route to take throuyhout the compound. Also, for 
this walkthrouyh, all the main compound structures 
haue been assiyned letters, but these don J t appear 
in-yame; they appear only on this yuide J s map. 




ADUISORV 


The preferred weapon at this juncture, when inves- 
tigating the interior of each building, is a Flashlight- 
equipped Shotgun. This reallg gets the job done 
quickly! 
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Objective 02. Infiltrate Office and netrieve Intelligence Data 


"Fine job, son! We've got firm 
location for Hyongj he's holding 
hostages inside the mine!" 

— major Strichland 




flouring your maneuvers around the compound, 
Strickland radios in requesting that you locate some 
intelligence data the KPA have inside the main office 
building [marked "G" on the guide map), follow one of 
the routes shown below to retrieue this information. 


>» 

Speed 


^ r 

Strength 


* 

Object 


Add-On 


Grenades Explosives Vehicle 


Dan. clearing the compound: Geoeral Tactics 


irairam 


I 


Remember you can flee, retreat, or depart the u 
compound at any time. The following information 
shows the best route to take to enter each compound 
building and what each contains. The ^ and 
icons are there to show which buildings are more 
^important to enter. 

JL main Tactics: 

If you J re 
flushing all the 
foes out of this 
compound enpect 
a protracted and 
uiolent combat. 

Howeuer, there are 
certain general 
tactics that you 
should employ to increase your suruiual chances. Here are 
some of the best: 

When spotted, stay 
in a defendable 
area of the 
compound [such 
as the corner of a 
fence or interior of 
a building], so that 
foes can J t swamp 
you from more than 

one direction. 


Let the 
enemies 
come to 

you. Don J t steam 
in and cause a 
ruchus [although 
that J s wildly enter- 
taining, but usually 
results in a swift 
death at higher 

difficulty leuels!]. Instead, calmly peer around a corner, grab 
some attention with a few shots at an enplosiue barrel or a 
Grenade, then wait for the enemies to come to you. 

The roofs of these 
buildings are sturdy 
enough not to 
collapse, meaning 
you can Strength 
Jump up onto them, 
drop to a Crawl, 
and bring out 
your Gauss Rifle, 
missile Launcher or 
Precision Sniper Rifle [which you can grab from the defeated 
foe atop the snipertower] for a spot of long-range target 
practice! 

Clear areas in a 
methodical manner, 
The two main ways 
are shown below 
[a clockwise, or 
counterclockwise 
securing]; this 
ensures you don J t 
miss anyone 
that can attack 
from behind later on. Don J t worry about a quick completion 
time either. That mountain may be rumbling, but it isn J t 
collapsing. ..yet! 

Choose the correct 
weapons for the 
job: use Smoke 
Grenades to offer 
couer where there 
is none [when 
dashing across the 
main dirt road, for 
example]. Use the 
Precision Sniper 
Rifle to pick off foes during a close-combat lull. Choose the 
Shotgun for interior combat, and the smG or Gauss Rifle for 
euterior takedowns. 


i7i 
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When 
yeu J re 
entering 
some of 
the more 
populated, 
two-floor 
buildings, Flash 
Grenades [which 
can be grabbed 
from the mess Hall kitchen in Building C] incapacitate an 
otherwise highly armored set of foes. 

You can also try mouing the many objects to an entrance 
you J re defending and barricade yourself in! 

There are some odd, but effectiue plans you can also trg, 
too, like Cloaking and mouing a little too close to a foe so 
they follow you, then head into a building, Crawl under a 
table, and wait to ambush them! 



w 


OF >_ rir r ii = ii F^F=m-i 


»> 

Speed 


Strength 


Object 




Add-On Grenades Explosives Vehicle 


ooo. cleanng the compound: 
cnunter-ciochuilse securing 




Plan 01.1: Building 
A, Interior Grounds: 

If the base isn J t 
secured when you 
enter here, enpect 
foes to enter from 
the gap in the 
corner of the fence 
© At least sin of 
these foes come up 
from the railroad. It is wise to spend a minute or two trying 
any of the following: 


1. Hide in the white metal container and stand up to tag 
foes from good couer. 


2. Stay by the white metal container and let the enemies 
come to you, then use the pallets and the base of the 
water tower as couer. Don J t uenture forward or you J ll be 
swamped. 



3. If you forgot to tackle the sniper in the tower to the east 
simply lob a Grenade at the base of the tower [ideally 
when fighting a couple of foes] and bring the entire 
structure down! 


4. Or, climb the snipertower if you wish, and begin some 
frantic [but entertaining] takedowns of foes scurrying 
throughout this compound. 


5. You can also 
hug the wall to 
the east nent to 
the compound 
entrance, and face 
south to blast foes 
that encroach from 
Building B and the 
main yard. 


<©) 
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B. If throwing objects is yourforte, the best bet is to pick 
up a barrel ortwoj they are littered all around Building A. 

Bon J t uenture to the south side of the building [and into 
Building A J s entrance] until no more threats are uisible on 
your radar. Then moue along the western side to Building A J s 
entrance [G2B.1]. 




You can stay in this initial area and wait for additional 
troops to inuestigate until most of the enterior 
enemies in this compound haue faced you. Naturally, 
you can do this in any part of the conipound J too. This 
is a good way to thin out the foes. 


Y Plan 01.2: 
Building 
A: The First Aid 



Hut: There is onlg 
one entrance in 
the south wall of 
this building © 
and it leads to a 
washroom that's 
been turned into a 
makeshift first aid hut. There J s little of interest here, encept 
a bathroom, sinks, and shower stalls. Howeuer, remember 
this building if combat isn J t going well; you can retreat here 
to recuperate. 


t Plan 02.1: 

£p Building B, 
Enterior Grounds: It 

is wise to stay in 
the southwestern 
area, to the right 
of the building 
[if you J re facing 
souths as the 
opposite side 

opens up into the main base. You J ll attract a huge amount 
of attention if you head eastward. Now try some of the 
following: 

1. Use the cluster of sand crates between Buildings A 
and B as excellent couer when sniping or blasting foes 
coming in from the yard. 

2. Catch foes coming out of Building B by blasting the 
enplosiue barrel near the north-side entrance ©. 

3. The low metal fence at the eastern edge of the building J s 
grounds, nent to the main dirt road, offers good protection 
from the rest of the compound. You need to watch your 
back for foes attacking from behind, howeuer. 

4. The southern alley between Building B and C is narrow, 
but then opens up, making you an easy target. You 

can blast the enplosiue oil heating tank near the south 
entrance ©. 

5. A quick infiltration from Building A to B is easily 
attempted if you stay to the west and run to the western 
entrance at the end of the building ©. 

B. There J s a wealth of entertaining objects to hurl at foes, 
such as tires, barrels, ammo crates, a barrel or two, a 
shouel, and a two-wheel crate dolly. 
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1 Plan 02.2: 

|jp Building B, 
Barracks: Expect 
little to no 
resistance in this 
building if you J ue 
been following the 
plan of staying 
outside and letting 
the enemy come 
to you. This barracks has a single story and features three 
entrances. Two are nearthe open dirt road. The western 
entrance is safest and also is right neat to a room with 
ammunition. Enter and grab the following: FY71 and ammo. 
Shotgun and ammo. Rifle Grenades, and a missile Launcher. 

Qtherthan grabbing this ammunition, use this building 
only as a thoroughfare, mouing from the main yard into 
the relatiue safety of the building, if you need to. Use 
the windows in the ammo area near UJaypoint © to fire 
through, but don J t try leaping through themj it J s nearly 
impossible! 



ADUISORV 


3 


Remember that all three entrances to this (and any 
building] offer excellent couer and are great for 
peeking or sidestepping out to blast a foe before 
retreating J if Cloaking and escaping isn J t working 
for you. 


j 





The missile Launcher is of particular importance u 
[unless you haue a fully stocked Gauss Rifle] 
because if you take too long in this area J a KPA 
Helicopter rnoues in to attack you. Stand on a 
building roof after a Strength Jump up there J and blast 
[^it with two or three missile or Gauss Rifle strikes, j 



Y Plan 03.1: 
Building C, 
Exterior Grounds: 

The main mess 
hall grounds haue 
the usual narrow 
alley between the 
building and the 
perimeter fence, 
and this is a 


great way of safely mouing to the southwest corner of the 
compound. You can also leap on the wooden crates or green 
trash bin here, turn east and check the building interior 
for foes. The north-wall entrance © offers easy access if 
you J re running westward from the yard or Building B. 



The eastern 
exterior ouerlooks 
the middle of the 
compound and 
offers a metal 
fence, and a small 
yard with a metal 
hut nearthe dirt 
road. There J s 
nothing of ualue 
here, except objects to hurl, so only use this area to moue 


Protected by copyright. Unauthorized 





between parts of the compound. The L-shape of 
Building C means one of the two entrances is on 
this side, but faces north ©. 

The southern alley offers a quick route into 
Building D, and into the yard by the metal hut. 

There are also barrels, explosiue barrels, crates, 
two-wheel crate dollies, black and green trash 
bins, and ammo crates to use as weapons or shields 
[except for the explosiue barrels, naturally!]. 


1 Plan 03.2: 
Building C, 
mess Hall and 
Kitchen: This 
building offers a 
single-story dining 
experience. You 
find the following 
items on a table 
on the west wall 
of the kitchen: FY71 ammo, SMG and ammo, and Flashbang 
Grenades. 

The interior of this building also offers a few choice 
objects to heft and lob: 

The rice bags 
The rusting ouen 
The trash can 
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Plan 04.1: 
Building 0, 


Exterior Grounds: 

If you J ue let the 
enemies come to 
you, this area is 
empty. Otherwise, 
expect a trio of 
KPA Recon troops 
that is roaming the 
southern fence. The best plan is to run to the southwest 
corner and onto the deck here, looking east. The many 
pallets offer great [but destructible] couer. 


Be sure to explode 
the oil heater at 
the main east 
entrance to this 
depot if foes are 
nearby. Otherwise, 
this section offers 
limited and low 
couer, but is 
reasonable for 

mounting a Smoke Grenade-filled run to the main buildings 
on the other side of the compound. 

There J s also a Transport Truck you can use to escape or 
else destroy it, and a series of barrel containers nearthe 
main exit. 

You can also hop the south fence and escape here at 
any time. 

The KPA Tank also trundles up through this entrance. This 
is a good place to run out, shoot at it with missiles or your 
Gauss Rifle, then back up around Building D. 










Black trash bin 


An oil heater [on the eastern alley between buildings 
E and F, too] 
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Plan 04.2: 

Building D, 

Depot: The 

depot has 
a doorway 
entrance in 
the north wall 
which allows 
excellent and 
alternatiue access 
to the deck to the south © . The deck is a huge gap, as is 
the garage-like front entrance to the east ©. You can easily 
spot foes and use the interior building as couer, but you 
aren J t usually uery safe staying here. 

This depot area and grounds along the south wall haue 
their own collection of objects to use as shields or crushing 
deuices, such as: 

Green trash bins 
Barrels 

Explosiue barrels 
Ammo crates [two sizes] 

Busting ouen [near Transport Truck parked by exit] 

Tires 


Y Plan 05.1: 
Building E, 
Exterior Grounds: 

This is perhaps the 
most dangerous 
area in the 
compound, as 
gou J re surrounded 
on all sides by 
other buildings. Be 
uery sure you J ue cleared the area before heading here, and if 
you run down the east side, be sure you J re Cloaked, or you J ll 
attract some heauily armored KPA troops and Becon soldiers 
from buildings you hauen J t cleared yet. 


Barrels 


Plan 06.1: 
Building F, 
Exterior Grounds: 

The second of the 
two identically 
designed buildings 
in the middle of the 
compound shares 
the alley with 
Building E and is 
separated bg a small metal fence, which offers reasonable 
couer. Howeuer, you should always be mouing around or 
into this building, ratherthan staying in this immediate area 
because you J re exposed on all sides. 


The north and east 
outskirts of this 
building ouerlook 
the remaining 
high-ualue and 
fiercely defended 
structures. You 
should expect 
some major combat 
if you uenture 

to this area. Utilize the metal fencing and attack from the 
doorway in the building J s northeast corner ©. There are 
also doors in the northwest © and southern dB parts of the 
structure. 


1 Plan 06.2: 

%P Building F, 

Storage Building: 

The inside of this 
structure is usually 
used when you J re 
retreating from 
heauy combat to 
the east, or when 
you J re running 

between buildings. The main aduantage this building has 
ouer Building E is the ammunition stored in the south room. 
Locate the following in this chamber: Bifle Grenades, missile 
Launcher, Shotgun ammo, FY71 ammo, and Pistol ammo. If 
none of these items interest you, skirt this building, and 
moue along the northeast perimeter fence instead. Watch 
out for the propane tank against the eastern wall. 


There are three 
entrances to this 
building: two in the 
northern corners 
of the building 
[® and #] and the 
other on the south 
side ©. Run across 
m the depot 
and diue into the 


southern entrance if you need to quickly enter the building. 
Br, you can leap the low metal fence on the western side. 
The north entrances are a good thoroughfare, but you J re 
easily surrounded there, too. 

The exterior has a host of different items to throw, such as 
the following: 

Wheelbarrow 


Ammo crates [two different sizes] 


Tires 


Plan 05.2: 

V Building E, 

Recreation: This 
building holds uerg 
little of interest 
and features a 
recreation room 
with tables, a 
connecting corridor 
to the side, and 
two foyers at either side. This is great place to flee to when 
you J re underfire, and the recreation room is good to hide in 
because gou can see both exits. 














jlODUISORV 


Vou could also reach this building by shirting the 
outside of the perimeter wall to Waypoint Olfl.5 and 
then Strength lumping over toward the side entrance 
at Waypoint ®. j 


at I 


JjRDUISDRV v 


:V 






Vou can also moue 
around the side of 
the building and 
head between the 
perimeter fence 
and eastern wall of 
the building. Place 
the green trash bin 
on the ground near 
an upper balcong 
and Strength Jump 
onto it, then onto 
the balcong, and 
then enter the 
building J s upper 
floor at Wagpoint 
© without coming 
in from the west 
which is uerg open. 

Blast ang foes in 
the area, then download the data from the laptop in the 
room J s northeast corner. 


This completes Objectiue 02! Return to securing 

the LZ! 

Another wag into 
this structure to 
retrieue the data 
in the guickest 
wag possible is to 
bound up onto the 
barrel containers 
in the gard J s 
northeast corner, 
then leap onto the 
balcong. 

Or, gou can simplg race into the compound from the main 
gate, charge the dirt road toward the building, and leap 
inside after Strength Jumping on ang outside objects that 
can help gou reach the office balcong. 


Remember to lob Flashbangs as you enter any of 
this building's doorways to confuse the foes while 
you drop them. Otherwise, expect extremely heauy 
resistance and danger. 


Clear the interior of this building before you 
contemplate downloading the laptop data to 
complete Objectiue 02! 

* Plan 07.2: 

Building G, 

main Office: If gou J re 
entering from the 
side entrance 
©, gou see stairs 
to gour right, two 
doorwags ahead, 
and one to gour 
left. Check all for 
signs of enemies, as gou J re likelg to find about fiue KPA 
soldiers in this section. Clearthe ground floorfirst. Latrines 
and exit 05B.18 are to gour left. 

Ahead are two 
rooms filled with 
junk and another 
exit © in the far 
left connecting 
foger. The left [west] 
chamber has a 
single Shotgun to 
pick up from a table, 
but the darker east 
room offers Pistol ammo. Shotgun and ammo, and FY71 ammo. 
Come here if gou run out of Shotgun shells, the preferred wag 
to defeat foes in here. When the ground floor is secure, head 
upstairs and lob another Flashbang up at the top. 
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Plan 07.1: 
Building G, 
Exterior Grounds: 

The first of two 
large, two-storg 
structures should 
now be assaulted 
uia the side 
entrance in the 
building J s south 
wall ©, near an orange refuse container that gou can use 
as couer. Use Smoke Grenades to couer gour tracks while 
gou reach this area, as a large number of foes are in the 
area. 


In 

addition 
to the 
safer side 
entrance © and 
the upper-storg 
balcong entrance 
©, there are two 
other entrances: 
one below the 

balcong on the west wall, under an upper entrance ©, and 
another on the single-storg addition to the building ©. All 
haue a heaug KPA presence, so onlg attempt these attacks 
after clearing the grounds first, mouing along the low metal 
fences bg the dirt road is the safest wag to head into this 
structure. 


Or, gou can leap onto the roof of Building F or H 
and access the roof balcong. A great route is to 
Strength Jump from the gard between Buildings F 
and G onto the lower roof of G and then onto the 
balcong. 










If you 


haueirt 
drawn any 
enemies from 
their postions, 
at least nine 
heauily armored 
troops are herej 
nullify them with 
Flashbanys. Push 
throuyh and around the corner, moppiny up fleeiny KPA, and 
locate an ammo dump room and the office to the far north. When 
there are no more enemies left, ransack the ammo room [pick 
up Smoke Grenades, Incendiary ammo, missile Launcher, FY71 
and ammo, smG ammo, and Enplosiue Charyes], then complete 
Objectiue 02 at the office laptop. 

Plan 08.1: Building H, 
Interior Grounds: By 

now, you shouldn J t 
haue any more 
enemies, but if 
any still remain, 
they are likely to 
be near the front 
gate, moue to the 
building J s eastern 
end and enter uia the stepped doorway ©. On either side 
of the building are two thin alleys, although the one to the 
south ouerlooking the yard is another place where the metal 
fence can be used as couer. 






l 


Don J t leap ouer the perimeter fence along the nortli ^ 
j^wall or you land in the minefield! j 



At the building J s 
west end are two 
entrances [(D 
and ®], just like 
Buildings E and F. The 
southern entrance 
offers good uiews 
and reasonable 
couer if you J re 
engaging foes. 


JL Plan 08.2: Building H, Storage: The main reason for 

entering this building, with a foyer at both ends, a long 
corridor, and a main room filled with junk and tables in the 
middle, is the ammunition by the eastern emt ©. Pick up 
FY7 1 ammo. Pistol ammo, Bifle Grenades, Shotgun ammo, 
and a missile Launcher. 


I 


P0IHTER 

After you'ue finished securing this area and U 
downloaded the data that Strichland requested, 
continue to the LZ using one of the routes shown 
^during Objectiue 01 [Continued]. 


r opTionnu F>f=m— i 


>» 

Speed 


$ %■ 

Strength Cloak 


Object 




j\ 1 

Add-On Grenades Explosives Vehicle 


02C. story: clockwise securing 


poira | 
^ ^ ^ ^ 



On alternatiue route to Path 02B is to moue toward 
Building H, then to G and complete Objectiue 02. 
Optionally afterward, you can maneuuer through 
the remaining buildings to defeat all the KPA 
presence you find. Look back through Path 02B for 
the problems associated with each building and 
run through them in reuerse order. 

Y Plan 01: 

In and 

Out: If you wish 
to immediately 
succeed in your 
mission, and 
don J t want to 
try the safer 
route preuiously 
described, 

head left [east] at the main gate and jump into the white 
container © outside Building H. Here, you can deal with 
the multiple foes and duck down behind couer. Watch for 
Grenades, though! 





Then head 
between the 
perimeter fence 
and Building H 
and Strength 
Jump up into the 
office to complete 
the objectiue. 

Flee along the 
eastern perimeter 
afterward, jumping to a parked LTU near the emt gate © and 
speed away. 
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In addition, here are the items you can use to Punch 
or Throw at foes in the main yard between these final 
buildings: 

A generator trailer 

Ammo crates [two different sizes] 

Barrels 


Two-wheel crate dolly 


Wheelbarrow 


Green trash bin 



Y A methodical 
Approach: Or, 

spend some time 
hiding behind the 
barrel containers 
in the compound's 
northeast corner 
and gradually 
work your way 
into Building G, 
using Flashbangs to gain the upper hand with the KPA. You 
face many more foes at once while mouing clockwise, but 
completing the objectiue is still uery possible. 







ropTionr=iu F>F=rn-i 

w 

»> 
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i 
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oa clearing tire compound: madcap unties 

Y Plan 01: 

No Regard 
for Safety: At any 
time during your 
securing of this 
settlement, you 
can throw caution 
to the wind and 
begin Strength 
Jumping around 
the main yard, bombarding foes with missiles. Grenades, 
and blowing euery single enplosive barrel and gas tank 
outside. Also try dropping down on foes from a Strength 
Jump and blasting or punching them. 





Y Plan 03: The 
Uantage 

Advantage: Finally, 
if you want to 
attempt some 
cunning sniping, 
move north from 
your starting 
position, and 
spend some time 
trying to scale the rock wall to the east, above the dirt 
road. When you finally reach the top, avoid the boundary 
and move south until you're atop a plateau overlooking the 
entire compound Dl . You can launch missiles and snipe 
foes with an smG, Gauss Rifle, or Sniper Rifle with relative 
impunity. 


1 Plan 02: Up on the Roofs: If the ground is getting too hot 
to remain, cool off by bounding up onto the roofs of 
any of the buildings. The metal is good cover, and Crawling 
or Crouching allows you to pick off foes below and is safer 
than you'd imagine. That is, it's safer until the KPA Tank 
arrives. Deliver a couple of missiles into that and hide so 
the lip of the roof takes the brunt of the Tank's fire. 

Building H's roof offers a great view of the main yard, 
as do E and F. The additional height and the fact that you 
can't be attacked from behind makes the roof of Building G 
another good choice. 


Objective 01. Get to the lending Zone et the Cmeher Building (Continued) 



"Nomad, clear out those 
hostiles! dir support is 
inbound!" 

— major Strickland 
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POIRIER 



The routes to the IZ over at the crusher m 
building are varied, but there are two 
main paths to take: negotiating a mining 
compound (Part 1), or moving along a railroad 
track to your west (Part 2]. The railroad route 
is quicker and less dangerous. However, 
the mining compound offers much more 
ammunition and takedown opportunities. 


OPTiriFlU PP>TH 


»> $ 

Speed Strength 


* 

Object 


Add-On 


Grenades Explosives Vehicle 


oic. Running Down the Railroad 


PDIKIER 


I 


This path allows you to reach the LZ, after a battle 
through a train depot, and complete the objective. 

The tactics for securing the LZ from locations near the 
compound are detailed afterward [Path 03A onward] 


. 


i Plan 02. 

Bush Fire: A 

good alternatiue 
to staying on the 
tracks is to shift 
left and maneuuer 
using Cloak in the 
wooded bank. You 
catch a few foes 
unawares and you 
can hide from the foes coming up from the railroad tracks. 


' . 


Plan 01.2: moue 
toward the first 
flatbed carriage 
behind the engine 
C2 . If foes are 
nearby, destroy the 
enplosiue barrel on 
the flatbed. You can 
reach this area by: 
Cloaking and 

methodically dropping foes from the woods or railroad. 

mouing around on either side of the engine and constantly 
dropping foes with Gauss or smG fire. 

Or, Strength Jump atop the engine, using it as a uantage 
point and aduancing after defeating foes in the immediate 
area. 

Or, Strength Jump into the empty container car behind the 
flatbed and use it as couer. 








jjjflDUISORV 


Remember that at any time you can run eastward and 
maneuver into the compound to complete Objective 
02, or ignore it completely! 

1 Plan 01.1 Keep 
On Tracking: 

Begin by peeling off 
from the starting 
point optionally 
mouing to UJaypoint 
© first to deal with 
the sniper tower 
guard, then head 
west down into the 
wooded bank between the dirt road and railroad ® . Watch 
for a lone guard almost due west of the U Waypoint. Creep 
forward, checking the distance with a Sniper Scoped weapon 
[such as the smG or Gauss Rifle]. As you spot a yellow train 
engine, intercept and drop a sguad of KPA around the train [2 
left 1 on the flatbed, 1 right] or milling about the left side of 
the tracks if you J ue raised the alarm. 

You must now 
slowly aduance 

to w a rd th e tra i n, w V * 

or quickly Speed 

Sprint to the train ■*»*-" * 

and use it as couer. 

Along the way., drop I 

foes you can see, . 

both to the left and 'viQ 

right of the train. ‘ 

The main concentration of foes is hidden among the bushes 
on your left. 




Or, Strength Punch the pallets of cloth sacks into the 
enemies you meet crushing them. There J s an ammo crate 
to throw at them, too. 

This flatbed holds a Precision Sniper Rifle, which is encep- 
tionalforthe ranged combat to come. Enpect enemy snipers 
at any moment. 

Stop when the 
tracks split into 
two and there 
are two sets of 
carriages ahead of 
you ®. Bring out 
your Binoculars and 
scan the railroad 
ahead. Between 
the two carriages 
is a parked LTU. Snipe the enemy in the turret. Then auoid the 
rock fall to your right. 

Continue mouing 
along the tracks' 
right side, looking 
ahead at the 
sniper atop the 
warehouse in the 
distance. Bring 
him down before 
he can fire on you, 
then stop as you 
reach the last carriage on the right #. Three or four KPA are 
roaming this area. Jump or run the gap between carriages 
or Strength Jump ouer them. Or, switch to an S (Yi G and bring 
down all three, staying between the sets of carriages. 
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You can now begin Objective 03 J which 
is to clear the crusher of enemies so 
Strichland J s UTOLs can land. You don't 
actually start Objectiue 03 officially until 
you reach the outskirts of the crusher, but 
the following tactics show some longer- 
ranged plans that are safer, as well as 
some close-assault plans. 


son 


When the foes are 
defeated, moue 
to another flatbed 
near a locked metal 
hut c k and deliuer 
a killing blow to 
another heauily 
armored KPA 
soldier. Hop on the 
hut and scan the 
area, moue forward only when the coast is clear. 


carriages] can also 
be brought down 
with some different 
techniques, 
such as Strength 
Punching the pallets from the flatbed, orthrowing barrels or 
ammo crates. 


Objective 03. Secure the Landing Zone 
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"Secure the area i, and I'll send in 
my birds!" 

— major Strickland 
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Watch out for Nanosuit Snipers on the 
buildings to the left of the railroad tracks. 
They are sometimes hard to spot; zero in 
on them first, before they kill you. 


¥ 

»> 
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Aduance to the 
empty container 
carriage on your 
left d and drop 
into it. Look 
ahead and to the 
southeast slightly, 
and you see a KPA Nanosuited warrior with a sniper rifle. 

He needs to be neutralized immediately, either from the lip 
of this container carriage, or from the sand crates to your 
right ©. It takes a few rounds to drop him: three Gauss Rifle 
shots should do the trick! 


During this battle, 
as long as you don J t 
run too far forward, 
enpect a couple of 
regular KPA soldiers 
to head along the 
carriages ahead of 
you. Lob a Grenade 
to scatter them, 
then finish them off 

with smG fire, ideally from mid to long range. 

Nent, edge forward 
through the barrels 
and electrical trans- 
formers and locate 
another Nanosuited 
KPA on top of the 
main crusher refinery 
roof, which has the 
giant silo attached to 
it. Drop this foe from 
entreme range before he brings you down when you close in. 











Nent, — - 

make 

a long M |H 

Strength Jump * m'm i ^^B 

up and onto the - # ni.^ •• -nlpl 

warehouse roof 4 

, which offers 

excellent uiews jB 

a n d p rot e cti 0 n fro m Jw 
the foes milling 

buildings across 

from gou. Bring out Wm 

a Sniper Scoped 

weapon, or pick up m ^ 

the one on the roof 

that the sniper gou B . 

dispatched earlier 

was carrying. 

Spend the neut few 

minutes tagging a number of fearsome foes: 

Heauily armored KPA troops along the metal fence and 
embankment. 

Nanosuited Foes armed with a minigun between the 
buildings. 

KPA Recon and heauily armored troops in the yard below and 
on the dirt road between the buildings. 


DDUISORV 

Remember to use the roof J s pitch to your aduantage: 
Crawl and retreat behind the top of the roof so it 
absorbs the gunfire. Also use the propane tanh by the 
building to bring down enemies hiding by the fence in 
front of it. 

A few minutes into * 

this pitched battle, jRk 
a KPA Helicopter 
comes into uiew. F jfl 

Bring out a missile 4 , ^ _ 

Launcher [which 
we hope you kept 
at the end of the 
Bnslaught mission] 
and fire on the 
chopper, striking it twice, as usual. 

If you J re out of 
ammunition at 
any time during 
this firefight. 
Strength Jump 
immediately up 
the embankment 
to the east and 
enter the small 
metal hut ©, 

which has collapsible walls. Here you get Frag Grenades, 
missile Launchers, smG and ammo, Enplosiue Charges, 
and an FY71. 

In addition, there J s a missile Launcher and more 
euplosiues on the metal ammo pallet just south of this hut. 


* ■ 




■i Finally, you should 

Strength Jump on 
top of the crusher 
building just aboue 
the metal ammo 
I hut © and use the 
top of the conueyor 
belt as couer. Peek 
out to slam hi gh- 
uelocity slugs 

into a minigun warrior patrolling the belt. Blast him with a 
missile if you J re hauing problems dropping him. You can now 
pick up two miniguns [ideally after combat is ouerj. 

iff You encountered a Nanosuit minigunner 
You acquired the minigun! 

Now bounce 
around the refinery 
buildings, looking 
at your in-game 
map for additional 
red targets to 
defeat. Some may 
be in the machine 
gun nests, which 

are easy to take 

down by running along the gantries and blasting at them 
and using corners as couer. You should also search for 
foes in an LTU or Transport Truck while hiding from the 
gunfire and destroying the fuel tanks, as usual. When the 
area is completely cleared of foes, your objectiue is ouer. 

Bne of the pallets between the refinery buildings 
holds some handy weapons, including a Precision Rifle, 
minigun ammo, a missile Launcher, Frag Grenades, and 
FY7 1 ammo. 

The area by the minigunner you slew between the two 
buildings also houses a stack of ammo crates, on top of 
which are Enplosiue Charges. Grab them, too. 


ADUISORV 


You should now figure out what weapons you want 
for the excursion toward the mine. Take a full missile 
launcher, a full rifle of your choice, and the minigun 
for some variation and eHtra enjoyment! 
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Remember that crossing large dirt roads in this 
area can be dangerous, so blanket the ground 
ahead of you with a Smoke Grenade to help hide 
\ your route. 
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Plan 02. 

Train Yard 
Perimeter Run: 

Instead of jumping 
up and onto the 
warehouse root 
you can moue 
along the western 
perimeter rock 
side through some 
undergrowth and then up onto a giant pile of dirt just south 
of the crusher ©. moue along this area until you J re at the 
connecting pile of dirt and can easily ascend onto the 
buildings. 

Then it is a 
simple matter of 
jumping about 
and destroying 
the troops that 
you see. You can 
also reach the 
dirt pile by flitting 
between the 
parking container 
carriages under the ore flue building [marked with the rr BSUJ" 
logo]. You can also climb this building using the ladder from 
the train yard near the carriages. The dirt pile is also another 
place where you can duck behind, snipe foes you can see 
[based on the locations described in Plan 03A], and gradually 
work your way toward securing the crusher area. 


Y Plan 03. 

Driving the 


ITU: If you took 
the railroad route, 
there J s an LTU just 
by the electrical 
transformers and 
warehouse. If you 
didn't destroy it, 
you can enter it 
and driue southward, strafing the train yard with turret fire. 
You can also maneuver up the dirt road ® and out the other 
side, firing on enemy uehicles as you go. 

The biggest advantage to driving an LTU [which can also 
sometimes be found at the south end of the crushing 
building on the east side below a watertower] is that it 
offers protection against the mighty minigun warriors. Use 
the ITU's armor to absorb this foe's shots while cutting him 
down with the turret. Leap to avoid being caught as the LTU 
euplodes, then finish the minigun warrior off. 


The conveyor belt 
between the ore 
flue and main 
buildings © offers 
encellent views 
of the train yard 
and crusher 
area. 

The top, or lower 
balconies of the 
square-roofed 
refiner building 
to the south 
of the main 
crusher building 
©. Another great 
view of both sides 
of this zone is 

available. Access it via the ore flue building or up the stairs 
on the balconies. 

Scout out the 
top of the main 
crusher refinery 
building with the 
silo attached to 
it©. Leap up via 
the gangplank 
stairs to the 
conveyor belt 
then up to the 

sloped corner of the roof. This is where one of the Nanosuit 
snipers stood. The spot offers enceptional takedown 
opportunities. 

Although not 
offering the 
same degree of 
movement for 
I spectacular views 
I and the ability to 
be really, really 
difficult to hit 
try climbing the 
- ladder bolted to 

the silo all the way up to the top, then Strength Jump to the 
summit of the structure © 
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JL Plan 01. 

§P Train Yard 
Leaping: Instead 
of remaining on 
the warehouse 
roof to snipe 
foes, you can 
instead engage in 
some Speed and 
Strength-based 
maneuver dashing up the embankment orthe dirt road 
between the crusher buildings ©. Then move around the 
base of the building, dealing with the minigun warriors first 
before tackling the foes in the machine gun nests up on 
the gantries. Rememberthat Smoke Grenades can help you 
hide as you make these open-air runs. 


JL Plan 04. Other Encellent Elevations: Your 
^P sniping need not only be from the 
warehouse. There are some other encellent 
places to climb to if you need to look down on 
your foe [or up at KPA Helicopters] to fire: 


The top 
of the 
rr BSW" ore flue 
building © Reach 
it by trying Strength 
Jumps from the 
ladder below, or 
from the conveyor 
belt from the main 
crusher building. 
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Plan 01.2: moue 
southward along 
the road and locate 
a Transport Truck 
with a turret gunner 
sitting atop it. Be 
sure gou destrog 
this when gou 
secure the crusher 
area, ideallg before 
gou engage the Nanosuited foes and heauilg armored troops 
at the buildings. As gou J re approaching this truck, gou are 
peppered bg the machine gunner on the gantrg between the 
two buildings and the minigunner on the conuegor belt. Use 
the couer bg the cliff, or the digging machine ®, and snipe 
them. 


Bring out gour 
missile Launcher 
and blast the Tank 
and ang LTUs gou 
can. Then follow 
up with sniped 
shots at the 
heauilg armored 
KPA troops milling 
about. Finally, tag 
the fuel tanks of an 
escaping Transport 
Truck and LTU: This 
ensures that gou 
meet fewer foes at 
the mine entrance 
later in this 
mission. 


03C. From compound to crusher 




I 


This great alternatiue route should be attempted 
if you ignore the railroad area after you negotiate 
the compound. Uiewing the gigantic mine pits 
and dealing with the major enemies there is also 
thoroughly recommended. 


1 Plan 01.1: 

Complete 

Crusher Takedown: 

Begin bg mouing 
southeast to 
the edge of the 
massiue mine 
workings # and 
peer ouer the side. 

Stand either on the 
edge of the dirt road or on the small rockg hill on the edge 
of the cliff. Below is a mine storage building with a small 
garrison of foes, including a KPA Tank and a couple of LTUs 
and other uehicles. 


JJaduisorv n 


Return to the Compound from this point and gather 
more missile Launcher ammunition or other weaponry 
you wish to use at this long range. If you don J t haue 
access to such weapons J attack the garrison later 
into this mission. 


Y Plan 02. 

Slip Sliding 
Away: If gou J re 
hauing trouble 
aiming, you can 
also slide down 
the muddy cliff 
side to the road 
below and begin to 
blast away at the 
small garrison of foes from this location. You must complete 
Bbjectiue B3 and clear the area for the UTBLs to land. If you 
don J t, the entrance to the caue remains sealed. 


The last 
cunning 
spot to set 
up camp is 
on top of the 
northern refinery 
building ©, 
which is easily 
leaped to from 
the gantry or the 
conuegor belt, where one of the minigunners is standing. 
You can easily dispatch the machine gunners in the nest 
from this spot. 


V. 

Employ any of these eleuations no matter which u 
route you take to secure the crusher buildings. 

plan 05. 
object 

Hurling: The large 
amount of scenic 
objects and debris 
make rushing the 
foes around the 
crusher a possi- 
bility, although 
choosing the right 
object for the job is important. As long as it doesn J t catch 
fire [enplosiue barrel] or disintegrate [wooden crates], use it! 











1 Plan 04: If 

you comman- 
deered an LTU from 
the compound area, 
you can utilize its 
armor and turret 
to aduance along 
the dirt road all the 
way to the refinery 
area. Blast as many 
foes as you can until the uehicle is destroyed. Hop outjust 
before this happens and continue causing destruction on 
foot. 


Now continue to 
moue along the 
southwest side 
of the dirt road, 
using the barrel 
container metal 
sheeting, and the 
sand crates as 
couer #. Deal with 
the Nanosuited 

foes on the root then the other minigunner and any uehicles 
or regularfoes before you continue. You could also tahe a 
wider, arcing path around the large slag piles to the east 
and onto massiue dirt pile by the watertowerto the south 
of the buildings A). 


JL Plan 03: If you moued here after Objectiue 02, you can 
^IP also begin the takedown of KPA forces from the slag 
piles and concrete buttresses just outside the wooded area 
between this area and the compound). This offers gou a great 
uiew of both minigun foes, plus the two Nanosuit snipers as 
well. Stay in this area, sniping these enemies first. 


No matter whether 
gou tried Plan 01 
or 03, you should 
finish the sortie 
by mouing across 
to the sand crates 
below and between 
the two main 
crusher refinery 
buildings C5 . Begin 
to mop up the remaining foes based on the movement you 
can see on your map. Hemember, you don J t have to journey 
into the rail yard to finish the jobj just the foes in the refinery 
area need your attention. 

You could also try staying on the north side nearthe 
slag piles and running to the cluster of sand crates CG 
near the conveyor belt to approach the buildings from this 
direction. 


POINTER 

When there are no more foes on your radar, major 
Strickland radios in to congratulate you. Vou must 
now moue into the mining complex and locate an 
entrance into the interior, before the seismic shaking 
from the mountain becomes too seuere! 


Objective 04. infiltrate the mining Complen 






ps m. 




"I need you to tahe out 
the front line! Get inside 
that mining complen and 
find General Hyong /" 

— major Strickland 
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Remember, you can leap up atop the roof of 
each building instead of using the stairs. This is 
usually quicker and safer. 


Don't forget the extra ammunition in the 
metal hut ouerlooking the rail gard, behind 
the north refinery building to the west. 
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]] J ODUISORV x 


The best plan is to begin your assault on the garrison 
^immediately! 


{© 
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Plan 03: You 

J can ignore 
the mine area to 
the east and driue 
down the steep 
cliff in your LTU 
near UJaypoint © 

. Begin to engage 
the KPA in the mine 
near the entrance 
[Path 04C]. Howeuer, enpect fierce reinforcements from the 
northeast garrison to appear. It is better to attach them 
first [Path 04B]. 


If not, moue 
eastward toward 
the mine road and 
head southeast 
to a parked LTU 
ouerlooking the 
massiue mine 
below ©. 

Or, head 
eastward onto 
the mine road, but follow the road to the northeast. Get 
into the LTU parked near a group of sand crates and cable 
spools ©. 

You now haue options, some of which can be attempted 
prior to driuing down into the mine: 


Plan 01: You can go with the marines as they 
aduance, although it is better to let them head to 
the mine entrance and follow them after you secure the 
garrison. 


Plan 02: You 

can peer ouer 
the southern part 
of the cliff and 
watch a massiue 
Alien Scout fly 
around the KPA 
forces, blasting 
them as they 
scatter. If you 

haue a Gauss Rifle, or need to fire some missiles and can 
head back to the metal hut and secure more, quickly target 
the Tank down here and destroy it before it rips you apart 
with its heauy cannon and missiles. 




Plan 04: You 

can also moue 
to the small cluster 
of barrels and cable 
spools at the edge 
of the cliff and use 
a mrnture of running 
on top of them and 
Strength Punches 
to propel them 
down the cliff side. They help to block the road below [as 
does an LTU] when you need to blast escaping forces from 
the garrison. 


»> 

Speed 


Strength 


* 

Object 


Add-On 


Grenades Explosives Vehicle 


040. initial Planning 

As soon as the 
crusher area is 
secure, two UTDLs 
attempt to land. A 
group of marines is 
deposited on the 
slag pile. Run to the 
nearest LTU. 

There should be 
one at the south 
end of the refinery area, near the main dirt road ©. 


040. Defeating the small KPA Gariisnn at 
the mine sturage Area 

iii'o 


As this area is so large and the troop niouenients so 
uaried, precise locations for euery foe are impossible 
to note. Therefore, the tactics presented here inuolue 
areas where enemies are usually found. Don J t be 
surprised when you must tackle heauily armored foes 
throughout the mine workings, and one or two KPA 
^Helicopters, in addition to the tactics detailed nent. 




ODUISORV 


■2 


Before you set out be sure you haue a full ■u 
compliment of ammunition and weapons for this 
encursion. Scour the ground for dropped ordnance 
in the crusher and compound areas, and bring a full 
missile Launcher with you. 












;C 
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Immediately turn 
to the right and 
peer euer the edge 
□f the cliff side 
to the long metal 
shacks and the 
KPA Tank that is 
patrolling the area. 
Before it can blast 
you, launch the 
remaining two missiles into it, enploding the uehicle in a 
spectacular plume of smoke and fire. 


Your rampage isn J t 
ouer yet! Scan the 
ground below for an 
LTU that is heading 
south, attempting 
to reach the mine 
entrance. Don J t 
let this happen: 
Quickly switch to 
a Sniper Scoped 
weapon, or use another LTU J s machine gun if there J s still one 
in the area, and blast the uehicle J s fuel tank. It enplodes. 

You should now look for a Transport Truck trying the same 
trick. Shoot its fuel tank, demolishing all uehicles in the 
immediate area. 


You can now 
sink down to a 
Crouch and use 
your Precision 
Sniper Rifle, or 
another preferred 
long-range weapon, 
to locate the 
half-dozen or so 
KPA soldiers milling 
about the area below. Tag them from this location, then 
head back into your LTU and trundle down the road. Sweep 
the area for any stragglers. 


ADUISORV 

* .dP" jJF 


The spools are a good place to hide J as you can 
Strength Punch and roll them both into enemies and 
toward the tanh while using the spool as cover. 


ADUISORV 


I 


Remember that Srnohe Grenades are handy to throw 
down as couer while you J re advancing through this 
min 


mine area. 


JL Plan 06: Roll 
^P Out the Barrel 
[Once Again]: 

Another tactic 
to try, which 
inuolues tackling 
the KPA soldiers 
after uehicular 
takedowns, is to 
run to where both 
LTUs are parked ©. After destroying them both. Strength 
Punch the cluster of barrels down the cliff. 


Y Plan 03: 

Approaching 
from the South: This 
is another similar 
drop down the 
steep cliff sides, 
either by sliding 
down on foot or 
maneuuering with 
an LTU. You can 
approach the base from the south, heading north. Using a 
mrnture of Speed and Strength, reach the metal hut © and 
then bring out your missile Launcherto deal with the Tank. 
Then concentrate on bringing down the Transport Truck 
and LTU. 


JL Plan 04: Seizing the Enplosives: By now you should 
haue gathered enough Enplosiue Charges to deliuer 
an up-close-and-personal assault on the Tank. Slither down 
to the ground from yourfauorite uantage point and make 
a run forthe cable spools © orthe shacks to auoid the 
horrific Tank attacks. Then charge with Speed and latch an 
enplosiue limpet to the machine and destroy it. 


Y Plan 
02 : 

Cliff Side Rapid 
Transit: Another 
possible plan is to remain inside your LTU and either driue 
it to the two LTUs, or driue down off the cliff [head directly 
down so you don J t flip your uehicle] and maneuuer around 
the flat base. Get out and hide behind the two shacks © 


ADUISORV 






Can J t find a missile Launcher? Then locate a group of^| 
KPA soldiers and defeat them; at least one or two of 
them are carrying a missile Launches just lihe the 
foes you encountered during the Tanh mission. 

JL Plan 01: Long-Range Launching: Begin your descent 
^P down the main mine road, heading in a northeast 
direction. UJhere two roads meet ©, get out of your LTU 
and aim a rocket at one of two LTUs down the road directly 
northeast of you. Blow up one, and the other catches fire, 
enploding a short time afterward. 













This pre- 
occupies 
or alerts 
the enemy, 
allowing you 
to stag in this 
area and snipe 
them. Or, grab a 
barrel to act as 
entra protection 

and drop down to the base of the mine area. Lob the barrel 
into a foe before unleashing a rapid-fire smG attach or 
something similar. 

t Plan 07: Upper 
Cliff Sneaking: 

At any time, you 
can also remain on 
the upper dirt road 
near the compound 
and maneuuer onto 
the edge of the 
cliff ouerlooking 

the entire northern 

end of the mine. 
Now head eastward 
along the high 
perimeter cliff until 
you can J t go any 
farther ©. This is a 
prime sniping spot 
or place to launch 
rochets from. In 
addition, you can 
drop down to the area where two LTUs are parked, either the 
ones near the barrels ©, or the two empty LTUs to the east 
©, which can be driuen to the southern half of the mine 
workings. 

JL Plan Ammo : 

BP locations 1: ; C - - r s 

Whether you J re 
planning to 
maneuuer to these 
locations or not, it 
is still important to - 
know where to grab 
the ammunition 

you need. The first ‘ 

place is behind the two mobile metal trailers © on the 
south side of the base of the mine workings. An ammo crate 
has a missile Launcher and Enplosiue Charges atop it. 

You can head here 
before engaging the 
Tank, as you now 
haue two takedown 
options when 
facing it. If you 
need couer, you 
can also maneuuer 
southward, using 
the piles of pipes 
as couer, to another KPA trailer that offers no usable items 
like the other two. Then, by the digging machine ©, you can 
shoot KPA foes and the Tank, or charge into the shack. 




186 


£ 


Plan 09: Ammo 
Locations 2: 

The other main 
spot for grabbing 
additional goodies 
is a shack of metal 
weapon crates 
near the southern 
shack (D and the 
vrrar . ' , ' i 7 ■ ■ > ■ ' ^ prowling Tank. You 

can roll spools, driue the LTU, or moue from north to south 
using the scenery underthe shacks as couer, to reach here. 
You can euen Strength Jump onto the shack roofs, but the 
Tank tends to demolish them. Pick up missile Launchers, 
smG ammo, and Pistol ammo. 


/ 


POINTER 


You should now move southward, toward the mine 
entrance and second area of mine workings. 


¥ 

Armor 


»> t 

Speed Strength 


Add-On 


®j -4k 

Grenades Explosives Vehicle 


04C. clearing the southern mine Area 

iJjOUISORV N 

The following tactics must be coupled with some 
general survival tips, such as dealing with the Tanh 
first, tailing down foes scurrging about as soon as 
gou see them, and securing each area one part at 
a time. Don J t forget to use gour Smoke Grenades if 
gou J re having trouble finding couer, and use Speed 
and Strength almost euclusiuelg to maneuuer, 
[^unless gou J re under heaug fire. 

JL Plan 01.1: 

Driving 

to Destruction: 

Assuming you J re 
emting the small 
garrison and 
shacks to the 
north and driuing 
southward, keep 
to the right and 
take the dirt trail as it heads southwest #, aboue the 
other road. The left road leads to the lowest part of the 
mine workings, where you don J t haue much couer or height 
aduantage, and there are tank traps to halt your progress 
[the large metal cross shapes on the ground]. 

O Optionally, you 

can get out and 
use the metal 
containers as 
couer and shoot 
some of the foes 
at the entrance to 
the mine trenches 
directly south. 

Use the white 

metal containers as couer opportunities. But it is important 
to continue mouing so you aren't swamped. Dispatch any 
nearby foes that are roaming the roads, too. 
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.1 Plan 02: 

White-Knuckle 
metal: Don't forget 
that you can 
Strength Punch 
the white metal 
containers that are 
propped atop this 
area. Not only do 
these make great 
impromptu, mouable couer, but also they can crush any 
infantry that are in the container's way. 

You can also punch these containers before attacking the 
northern part of the mine, so that the fleeing Transport Truck 
and LTU are unable to proceed. 


Plan 01.2: 

Ditching the 
ITU: Continue the 
rally driuing along 
the road to the 
west, hugging the 
northern cliff side, 
until you reach 
the end of the 
road #. Then skid 
south. Boost and jump the gap, and land by the small 
metal hut on the other side C3 . You can continue driuing 
around here, but it is better to begin some on foot 
maneuuers. 





Another spot is 
at the collection 
of barrels and 
cable spools on 
the embankment 
between the two 
huts ®, slightly 
south of your 
landing point. 

You can Strength 
Punch or Strength Throw the spools so they roll down and 
crush the incoming foes and lob barrels to down them, 
too. Follow this up with sniper rifle fire and Grenades if 
necessary. 


ADUISORV 

Ur -r 

If you're having trouble running up the U 
multiple road embankments in the mine, 
simply Speed Sprint, then Strenyth Jump 
up them. This only works on the more 
shallow embankments, such as where 
roads are about to meet. Otherwise, try 
standing on objects and using them as 


ste 


steps. 






U 


2 


POINTER 


■ ^ ^ 


The top of the cliff behind you to the north is at the 
southern end of the crusher refinery. It's a prime 
spot from which to take out the Tank early. You can 
also see three Transport Trucks in a conuoy, but 
they aren J t of much importance at the moment. 


|^the 


1 Plan 03: Dug 
?P In 

you're still facing 

the Tank, you ( 

need to try one • V 

of the following J I 

technigues: 

Fire at it from " 

the metal hut : 

with your missile 

Launcher and auoid the Tank's dangerous return fire. 

Or, Speed Sprint in a circular path toward the Tank and 
lob an Enplosiue Charge as you near it. This is far more 
dangerous, though! 

Another place to 
try attacking foes, 
including those 
mouing about 
the lower trailer 
area [where the 
Tank should now 
be smoldering], 
and the machine 
gunners on the 
promontory [to the east, at the mine entrance], is at the 
metal hut in the northwest corner C4 , just aboue the one 
you landed your LTU cent to. 


Plan 01.3: You can 
euen run along one 
of the three upper 
embankments, 
looking east 
as you do so, 
and blast foes 
with long-range, 
accurate rifle 
fire. Optionally 

continue this all the way around, passing the large crane, 
and setting up a sniping spot below the jungle aboue you, 
or choose a spot on the crane itself. Charge down to the 
metal-roofed shack if only heauily armored infantrymen 
remain. 




Plan 01.4: 

When a few 
choice long-range 
options are 

‘ I already done, 

H (P closer combat 
B* with the foes 
'■ • *- by the trailer is 

ideally achieued 
by lobbing in a 

Frag Grenade to scatter them, then using the metal crates 
underthe shack and the pallets with the sacks on them 
# as couer. You can euen Strength Punch these pallets to 
make them serue as mouable couer. 
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Continue 
this 

progress 
to the trailer 
and finish off 
the remaining 
foes here with 
smG fire. You 
can alwags bach 
up and use the 
missile Launcher, as mang of these foes pach a Launcher 
on their bachs. mahe sure this area is secure before gou 
continue and then locate all the auailable ammo gou need. 

The ammo crates pallets underthe metal shack house 
haue FY7 1 Guns and ammo. The metal bon pallet outside the 
trailer houses missile Launchers. The KPA trailer with the 
door facing west houses a mass of ordnance: FY71 guns 
and ammo, Rifle Grenades, Shotgun ammo, Pistol ammo, 
Smoke Grenades, Frag Grenades, and minigun ammo. 

You should now attempt the assault on the trenched 
entrance. 





Armor 


»> 

Speed 


& 

Strength 


Object 


opTionnu 

k\ j 


Add-On 


Grenades Explosives Vehicle 


040. oueitoahina die mine Entrance 


Continue to 
carefullg Strength 
Jump along the 
rockg outcrops, 
heading in a 
roughlg southwest 
direction. You 
should stop on 
a small, jutting, 
flat portion of 

rock near a tree #. It offers encellent sniping uiews of the 
trenched entrance below. After sniping from here, gou can 
moue south, then west to a second sniping position, then 
slide to a small, white rock plinth. Drop down from here to 
auoid the southern mine workings area entirelg. 

Y Plan 03: 

Scenery 

Stepping Stones: 

This area is trickier 
to get to, but more 
satisfying when 
you euentually 
reach it! First, 
take a uehicle, 
whether it J s an 
LTU or Transport Truck, and carefully driue it to the curued 
road aboue the giant crane at the southernmost part of the 
southern mine workings. If you can J tfind a uehicle, hoof it. 




F 
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JL Plan 02: Rock 
^P Climbing, 
Then Perching: 

This second perch 
is reached uia 
the road to the 
southwest from 
the giant crane 
near the northern 
mine workings 

area that you cleared first. Speed Sprint along this bank to 
the rock fall and Strength Jump up to the rock sticking out 
to the right Dl . 


Head in a roughly 
northerly direction 
through some 
thick forest under- 
growth until you 
reach a section 
of white stone. 
This is actually 
the uery top of the 
mine entrance! 

You can Cloak and slide down the cliff area to your left and 
enter without being seen, or take your time sniping! 


POinTER 

^ ^ ^ 


You don't haue to make a head-on charge into the 
trenched and heauily defended area: Here is a trio 
of out-of-the-way places from which you can snipe 
and lob Grenades down on the foes below. Also 
fire any missiles you haue and tag foes with more 
focused and scoped firepower. 

1 Plan 01: 

^P Perched, 

Looking South: 

Approach the cliff 
side from the top 
of the hill, just 
past the emtfrom 
the crusher, and 
peer ouer. This is 
near the location 
of one of the parked LTUs ©. Although a long distance away, 
this is a great spot to snipe from, and you can go back and 
grab weapons from the crusher area if you run out. 


Stop the uehicle 
at the northeast 
dead end. The KPA 
trailers should be 
below and on your 
left. Aboue you is 
a muddy cliff side 
with grass at the 
top. Stand atop the 
LTU and Strength 
Jump up to land on the grass (M). 











»> $;) 

Speed Strength 


* 

Object 




■< 


Add-On Grenades Explosives Vehicle 


04E. optimal Path: Entering the mine 


jjjl 


RDUSORV 


There are all hinds of tactics to try, which are based on 
preuious exploration strategies. These include Strength 
|umping J Sprinting into the mine entrance and ignoring 
the foes J Cloaking and niethodicallg maneuvering 
through the trenches J and other, slightlg dangerous 
plans. However, the following plan works the best. 

JL Plan 01: moue 
tP up the mad 
heading northeast 
from the two KPA 
trailers, then tob a 
Frag Grenade in to 
clear the machine 
gun nest of its 
gunner. Or, gou can 
stag bg the rockg 
right side and step out to drop him with rifle or minigun fire, 
moue up to the front of the nest if gou wish ©. 

From this nest gou can easitg Strength Jump across the 
minefield to another nest and begin a takedown from here. 
Howeuer, gou J ll be attacked from the north and southeast. 
Instead, trg the following: 


moue up 
around the 
charred Transport 
Trucks and turn 
east looking at the 
trenched entrance 
to the right of a 
machine gun nest 
©. Lob a Grenade 
in and then back 
it up with smG fire [or gour fauorite weapon], then use the 
sand crates on the left as couer and take down ang enemies 
gou can see on the surface. 


Look 
south 
down 
the trench 
and shoot 
down ang foes 
gou can see. Then 
Strength Jump left 
and drop down 
behind the line of 
sand crates. This 
offers gou a better 
look at the three 
I machine gun nests 

.fF ahead of you and 

the foes inside 
them, choose 

Smoke or Frag Grenades and shoot the nearest foes. 

Now aduance down 
the trench. Strength 
Jumping out at the 
end, and look west 
from the corner of 
the mine entrance. 

Defeat ang nearbg 
enemies while 
remaining in this 
partial couer ©. 

Then step out and defeat ang remaining foes in the last nest 
and ang stragglers gou J ue spotted. 

Before gou enter the mines, be sure to pick up the 
ammunition behind the mesh fence to the right of the 
entrance. Good weapons to carrg are the Shotgun and 
minigun. Pick the following items up, if you want them: 
Shotgun and ammo. Smoke Grenades, and an smG and 
ammo. 


RDUISORV 


Think of the trenches throughout this area as hiding 
spots that you can jump in and out of, depending 
on the enemies you face. Remember, there are foes 
above and in these trenches, so take this slow and 


steady. 


Vou can also rush into the mine entrance, and use the 
sides of the massive doors as cover to defeat any 
remaining foes in the trench area outside. 


J 


RDUISORV 


2 


Now moue along 
the outskirts of the 
promontory this 
entrance sits on, 
toward the digging 
machine and a 
second trench 
entrance ©. This 
is a good spot to 
start your trench 
running. Enter from here and blast the foes, ideally using 
a minigun. Locate any Special Forces and deal with them 
first. 

Protected by copyright. Unauthorized 


Vou can now enter the mine. There are no u 

topographical schematics for this section. Be sure to 
bring your minigun with you! 
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Although you can use barrels to tahe some of the 
minigun damage as you charge your foes, it is 
^slightly easier to Cloak and surprise the first of them.J 


Objective 05. Locete the Hoetegee 


{( 
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"Now find the hostages. That place 
could come down any minute!" 

— major Strickland 


0 »njl„ 

You can smash through the boarded-up eastern end 
of the mine rail tunned then rernoue the boards from 
a second blocked entrance to your right. This is 
simply a second way to enter this chamber. 


moue to the 
southern edge 
of this area, and 
peer ouer the 
railing. Below is a 
chamber. The least 
harmful wag to 
descend is to drop 
onto the broken 
eleuator car, then 
drop down to the bottom. Here gou find some scattered 
bones, barrel and other junk of no use. 
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osn. optimal path: into the Gloom 


ADUISORY 


Affin your Flashlight to both of your main weapons 
before you step into the mine. 


nei 


l As soon as 
gou enter 
the mines, enpect 
some heaug 
minigun fire from 
a Nanosuit warrior 
and some sniper 
fire from three 
regular foes. 

These gugs mean 


business. Trg one 
of the following 
methods to enter 
this initial chamber: 

Cloak and moue 
southeast to 
a corner near 
the stairs, and 
wait for a foe 
to emerge, then 
drop him with Shotgun or minigun fire [as shown). 

Or, sidestep from the entrance, firing gour remaining 
missiles into the foes gou can see to soften them up. 
Then enter and moue west using the cable spools as 
couer [mouing them if gou need to], and target the foes. 
Theg are on the gello w-railed balconies on either side of 
the conuegor belt. 

can also mask gour entrance with Smoke Grenades 
d use a Flashbang as gou close [from behind couer!) to 
hinder the foes J aiming. 


gou defeat 
one or two of these 
foes, Strength 
Jump up to the 
railing area [either 
side] and strafe 
the final foe with 
minigun fire. If 
this is becoming 
problematic use 
Grenades to soften up the foe. 

Alternatiuelg, gou can use the ramp to the right mouing 
southward to the top and sidestepping out to finish ang 
remaining enemies. Optionallg, leap into the mine cart if gou 
want to use it to protect gou. 


When this section is cleared, moue to the metal weapons 
cabinet and grab an smG and ammo, and some Pistol ammo, 
if gou want. 

Strickland remarks 
that gour uideo 
feed is breaking up. 

Optionallg switch 
to gour Night Uision 
[□], but remember 
this function needs 
recharging. Now 
aduance into the 
rail tunnel, but back 
up almost immediatelg. A minigunner is ahead. Use the mine 
cart engine as couer and Cloak, moue forward so gou J re onlg 
in the firing line of one foe. Then unleash gour own minigun! 


Turn south and 
enter a mine 
storage area. As 
long as gou realize 
there are onlg three 
rock pillars in this 
chamber, gou won J t 
get lost. Optionallg, 
take a barrel to 
use as armor and 
a weapon, and watch for ang remaining enemies. Theg mag 
haue followed gou from the preuious areas if gou didn J t 
dispatch them all. If this happens, step to the pillars as 
couer and lob a barrel at them. Follow this up with a Shotgun 
blast to the face. 
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This tunnel opens 
up to a fissure 
with rocks falling 
from the top of 
the mountain to 
your left. Continue 
going eastward 
then northward and 
upward, then make 
a right turn. You 
should be facing southeast and a gap. Strength Jump ouer it 
without plummeting down to the grauel and rocks below. 


You hear uoices. A 
woman is talking 
to General Kyong 
about how unstable 
the mountain is, 
and the General 
seems uncon- 
cerned. Something 
about laying 
charges? Follow the 
tunnel as you head north and ignore the small upper tunnel 
hole to your right; it leads nowhere. Instead, look for the 
flare and red smoke. 


moue south and 
turn left, heading 
eastward down 
a mine tunnel. 
Another rumble 
occurs and 
you can just 
sgueeze through a 
connecting tunnel 
to your left [north]. 
Head through to 
a cross-junction. 
Simply leap the 
broken floor and 
head right down 
a small tunnel to 
the east. All other 
routes are dead 
ends. 


rr SoniBthing is 
transmitting 
signals into 
this structural 
Helena shouts to 
the General. He 
isn J t phased and 
gives gou a swift 
punch to the head ' 
shutting down 
gour suit. Pou J re held log two Nanosuit troopers as Helena 
euplains that the electromagnetic currents are increasing! 
The General doesn J t care rr This is the greatest source of 
power the world has ever Hnown! JJ he gells. After euecuting 
Helena J s assistant the General shifts the power into 
himself which instantlg sends a massive burst of energg 
that fries all the Nanosuit troopers around gou! Pour suit 
goes bach online. The General must now he stopped! 


Pou reach 
the edge 
of a lahoratorg 
deep within the mountain! Dr. Helena Rosenthal and her 
assistant are pleading with General Hgong to stop the 
euperiment to harness the power of this alien temple. As 
gou edge forward; gou J re caught off guard and punched hg a 
de-Cloahing MPA Nanosuit trooper. 


Objective 06. Eliminate General Kyong 
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Speed Strength 


Object 
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060. Going. Going. Hgong 
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JL Plan 01. 
General 

Kyong J s Punch Out: 

Combat is tough 
and lasts a few 
minutes because 
of the General's 
new-found power, 
the electrical trail 
he leaues behind. 


" Prepare to witness the shift in power!" 

— General Kyong 


<DF>Timr=IL^ PRTH 


and the deadly minigun he carries. All you haue are your 
fists. So use them! 
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If the General is 
firing, stay in couer 
around the corner 
of the metal walls. 

When he stops, 
immediately charge 
him with Strength 
and start a series 
of Punches. Do 
this quickly so he 
recoils; he J s unable to fire at you. Keep this up, following up 
the second he moues. Sometimes he Strength Jumps, so neuer 
use the stairs. Always stay right neut to him so he can J t begin 
to fire his minigun. Continue this pummeling until he collapses. 

u wmmnsmsm , 

or unlawful copying or downloading expressly prohibited. 





V JL Plan 02. 

W General 
f Kyong J s 
I / Submachine 
m Gun Slaughter: 
m The other method 
to employ allows 
you to try other 
suit powers, such 
as Cloaking to 

auoid being struck using Armor, and grabbing the SMGs 
that are Iging around the laboratorg. Spend the first minute 
auoiding Kyong J s fire and grabbing as much SMG Ammo as 
you can. 



Then locate the 
General in the 
electrical haze, 
but stay close to 
couer, and aim at 
his head. Blast him 
with smG fire until 
he moues and keep 
at middle range 
so you can easily 
react when he moues. Keep this up until he falls, or you run 
out of ammo and then switch to Plan 01. 


Objective 07. Evacuate the Hoetege 


" light a fire under it soldier, the shy's getting ugly out here!" 

— Uulture Four 






t As soon as 

Kyong falls 
to your prowess, 
locate the eleuator 
to the north, 
where Helena is 
beckoning you. 

Step into the 
eleuator and ride it 
up. You haue some 
bad news about herfather. As you ascend, the eleuator 
makes some worrying grinding noises before finally short- 
circuitinq. The whole mountain is crumbling! 


There seems to be 
no way out until 
Uulture Four radios 
inj they’ve picked 
up your Nanosuit 
siynal ay aim Os 
you request the 
UTOL descends into 
the mountain. The 
temple hey ins to 
crack and open! Helena makes a brave jump into the arms of 
a marine lowered from the UTOL , hut the area is too unstable 
for your rescue. The elevator falls, and you J re left to find 
your own way out of this otherworldly place.... 
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Objective 01: Find a Way out of the Cave 


Aduance forward 
toward the light 
with the misty 
uapor emanating 
from it. Ahead is 
a strange, Alien 
doorway with 
rib-like bars across 
it. Shoot or bash 
the bars so they 
fall away, allowing you access into a strange tunnel. 
Uulture Four begins to lose contact with you. 


Q1HE3 
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Speed Strength 


Object 


Add-On Grenades Explosives 


did. into the caue 


Your eyesight returns afterthe partial cauern collapse. 
You J re still in contact with Uulture Four, but you J re trapped 
and the only way is forward. 


UJith only one 
way on and 
no map to guide 
you, head up the 
metal stairs or 
Strength Jump 
to the scattered 
ammunition on the 
metal floor aboue. 

Grab the Shotgun 

Shotgun ammo, SMG, and S (Yi G ammo. Affm a Flashlight to 
your Shotgun. 


* 7 he tunnel has collapsed ' but 
l J m still tracliing your suit data 
and video uplink" 

— Uulture Four 


it. It opens up, allowing you passage 
larger chamber. 


You inform Uulture 
Four about the 
odd, almost 
organic nature of 
the tunnel you J re 
in. Continue down 
the undulating 
tunnel as it 
opens up into an 
entremely cold 
and odd-looking 
caue with 
crystalline 
structures all 
around. Aduance 
until you reach 
a circular hole in 
the left hand wall 
[second picture] 
and walk toward 
into a second. 


RvniLflHue irrnEL- semoi ran h unv oljt 
R inzD Renoezvous ujtth tthhe: vtol exrn=u=Kzrri on 

Unlike your preuious sorties, all pratccol is now abandgroad, along with topographical data, and euen grauity! 
Instead, you must uenture into a conduit-filled Alien cauern dotted with floating flotsam and jetsam and deliuer 
guick and punishing Shotgun strikes to odd floating creatures that seemingly control this gigantic cocoon. 

After floating through numerous corridors, tunnels, and caues, you J ll need to destroy certain orange-filled 
energy conduits, following a large orange cable, before you uncouerthe true horror of Dr. Rosenthal’s discouery: 
This mountain is a gigantic incubation chamber for an Alien inuasion force! Only after you reach the room 
adjacent to the breeding chamber and blast your way through the remaining Alien entities, does the mountain 
open up and deposit you outside. 
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mahe sure you have your Shotgun equipped with 
Incendiary rounds and the Flashlight attachment as 
your main weapon throughout this odd drift through 
the mountain interior. 
















The rr current JJ is 
now stronger; 
ahead are some 
pulsing tubes of 
matter glowing 
with an eerie, 
orange color. Bring 
out gour Pistol or 
Rifle [so gou don J t 
waste ualuable 
Shotgun shells], 
and fire off a 
few rounds into 
the orange tube 
to gour right. It 
enplodes, halting 
the current. Now 
float forward, 
following a tube 
of orange pulsing 
light that cannot be shot. Continue on, as the tunnel 
gou J re in pushes gou upward. You now reach a fiue-wag 
crossroads. 
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A puff of icy energg 
emanates from the 
uent. A freakish, 
finned Alien 
entitg appears. 
lt J s impossible 
to kill the Alien 
bg shooting it. If 
gou J re skilled, gou 
can grab the Alien. 
Continue onward. 


If your uisor becomes frozen after an Alien Entity u 
attack, continue to fire where the foe was. If you J re 
quick enouyh, you can finish the foe while you 
j recouer, instead of beiny struck. 


Look up at the 
ceiling; there J s 
another uent that 
blows out icg mist. 

Another Alien Entitg 
flies out! Back up, 
and watch it flit 
through the gaps in 
the tunnel ahead, 
then blast it with a 
couple of Shotgun rounds. You mag wish to switch to Armor 
for this fight. 


Continue 
traueling 
into what 
appears to 
be a gigantic, 
organic 
conuegor belt. 

Edge forward and 
look up. An Alien 
Scout, of the kind 
that snatched Jester, receiues some kind of energg boost 
from two almost-liuing entities. Watch as the Scout trails off 
into the distance. You can J t shoot angthing as the blue glaze 
aboue gou protects the Aliens. 


| You lose grauitg! 

I Switch to Speed 
I so gou can propel 
I gourself forward. 

I Point up or down 
I with 01 to lower 
| and raise gourself 

I Press [Spacebar] 

R to uerticallg rise 
and Left fctrT| to 
of this as swimming, but 
the conduit hole that is 


4* r* 


uerticallg fall. Btherwise, think 
with less friction. Now float to 
sparking. 

Enter the organic, 
circular gap. You 
are floating along 
a ribbed tunnel. 

Float to the rib cage 
to gour right and 
destrog it. Float into 
the cent chamber. 

The end of the 
ribbed corridor is 
blocked. 


There J s a current 
pushing gou back, 
and gou inform 
Uulture Four [if the g 
can hear gou] about 
it. Force gourself 
forward, ignoring 
the open portion 
of the chamber 
below. Concentrate 
on heading toward the light on the opposite wall. Pass 
between the different spiked shards and into another 
narrow, uaguelg circular conduit. 

Keep following the 
intermittent lights 
as the conduit 
bends, then look for 
the opening below 
while continuing 
on. Float down into 
another winding 
cauern. When gou 
see a crgstalline 
wall to gour left and a strange uent ahead and aboue, train 
gour Shotgun. 
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A massiue, low 
rumble and 
trumpeting occurs 
as you float around 
the bend and out 
into another room 
with the orange 
conduit tube or 
cable winding 
through it. Deal 
with the lone Alien 
Entity from the 
entrance. Float 
onward and look 
at the collecting 
pod that J s open to 
your right. The one 
on the left holds 
Incendiary ammo 
and a uariety of 
junk. The right pod hoi 
can switch to the minigun or S 
Shotgun because it has the most ammo and Incendiary 
rounds. Then optionally look through the pentagonal window 
aboue the Alien consoles: more machinery! Finals 
through the gap aboue the orange cable 


The four tunnel 
entrances are 
actually linked 
in pairs to each 
other, meaning 
you J ll become uery 
disorientated and 
find yourself back 
at this location 
if you float into 
any of them. 

Instead, head up 
through the gap 
the Alien came 
from and go up 
into a tube to the 
rib cage doorway 
to your left. Float 
through to a large 
and oddly guiet 
chamber filled with Alien tubing. 


Float through this 
larger, connecting 
chamber, then 
turn left and enter 
a large tunnel. 

The tunnel curues 
around, then 
opens up into a 
large chamber 
with what 

appears to be Alien console screens and a uariety of 
ducts. 


ODUISORV 


Attack the Alien Entities with Incendiary rounds. Tiine^) 
your blast well: attack just as the Alien reaches you. 
You can also yrab the Alien if you J re incredibly quick; 
then blast it. 


This brings 
you down into 
a twisting, 
crystalline tunnel. 
Follow the lights 
and drift down 
either passageway. 
They rejoin if you 
keep mouing 
forward. At the end 
of the tunnel is a rib cage doorway; blast it and turn left, 
floating northward. 


Swim into a large 
room, which is like 
a cross between a 
power conduit and 
gestation chamber, 
and watch for 
incoming Alien 
Entities. Switch 
to Armor. The way 
is blocked so you 
must swim down 
to each of the two 
large columns, and 
blast the orange 
generators until 
they enplode. Try 
using your rifle for 
this purpose. The 
right column has 
two generators 
to destroy, and 
the left has 
three. When all 
are off-line, float 
downward. 


may wish to stand (or rather float) u 
and fight the Aliens that begin to swarm 
near gou. It is better to dodge and outrun 
them if gou can, as you may run the risk 
[^of running out of ammunition. J 


ODUISORV 


Be on high alert! Each destroged generator opens an 
[^incubator with an awakening Alien inside! 










ODUISORV 


In the second control room, blast any enemy near 
the console; if an Alien presses the alarm on the 
[^console, heauy reinforcements will soon arriue. 

You enter into 
another bizarre 
control room. Fire at 
the Alien operating 
the gigantic, 
lolloping machinerg 
to gour left in a large 
chamber below and 
ahead of gou. Float 
right and descend 
to the base of the 
chamber [which is 
difficult to figure 
out; ignore the holes 
in the walls]. Locate 
a hole in the rr f loor J JJ 
and descend 
through it. After 
a period of time, 
each section of this 
chamber is cordoned off bg an energg wall. Simplg float along 
the base of the room until gou reach a wall and wait for it to 
disappear. Then float all the wag to the double orange cable 
and descend into a tube just slightlg aboue the cable. Dodge or 
engage Aliens along the wag. 


iy low and below the main yaps in the walls J as 
icy tubes soon fill these yaps J which can hill you 
if you J re cauyht between the gap and the tube J or if 
"~u J re inside a yap when a tube connects. 


w moments rushing down a conduit 
without ang control encept the direction gou can face. 
Continue on this ride until gou J re dumped in a chamber with 
a glowing orange cable in an adjacent zone. 

Head into a 
chamber adjacent 
to a gigantic 
birthing pit. Watch 
with horror as a 
uarietg of Aliens, 
some enormous, 
maneuuer around 
the pit. You J re 


{©) 
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behind the trans- 
parent wall. Turn 
and head down 
to a three-dimen- 
sional schematic 
hologram of the 
mountain core. 

Nearbg are two 
icg alcoues where 
gou can grab 

ammunition. Then leaue uia the orange, glowing gap. 
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You're in for a tough fight ahead. Stock up on U 
maximum ammo before you enter the euit chamber. 

You emerge into 
an euit chamber, 
uast and filled with 
eldritch blue lights 
and strange circular 
seals. Swim all 
the wag to the end 
of this chamber. 

You frantically 
attempt to contact 
Strickland as the 
mountains cargo 
begins to hatch! 

You must now, 
with your limited 
ammunition, deliuer 
killing blows to 
the remaining Alien 
Entities. Blast them 
with care. The best 
tactic is to put your back against a wall so you can J t be 
surrounded and pick off targets as they dart toward you. 
When you defeat your final Alien foe, the euit gate opens 
and sucks you out of the mountain! 

There are four waues of enemies to battle — once you start 
killing Aliens, it will trigger the generators to switch on and 
release Alien reinforcements. Nine enemies should be killed 
to trigger the end seguence. The seguence ends and after a 
few seconds, the euit gate opens. 
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Did you run out of bullets? Then try yrabbiny and 
Strenyth Punches, although this isn J t a preferred 
tactic. 


j 
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Objective 01. find the missing marinss 


"Ulhats happening up there? / 
need a no bulls-t assessment!" 

— Strickland 
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The entire mountain is encased in 
a sphere of ice. Unknown hostiles 
are decimating U.S. troops. We are 
euacuating the island immediatelg. 
Escape from the sphere and proceed 
to the euac center. 

Still reeling from gour encounters 
inside the mountain gou must 
attempt to escape the icg sphere 
of death that the Aliens haue 
shrouded the summit of the 
mountain in. This inuolues carefullg 
descending a gigantic landslide 
encompassing numerous fissures, 
rauines, and a couple of loose rock 
platforms. On the wag, gou must 
dispatch the Alien Troopers dropped 
in to thwart gou. 

As gou progress, gou euentuallg 
reach the remains of a marine team 
sent to locate gou. Amid the frozen 
bodies, more Aliens appear, as does 
an old friend! Prophet is back, and 
he J s rambling on about needing 
to head back into the mountain. 

He mag re q li i re a psgchological 
eualuation, but for the moment he J s 
most helpful as waues of Aliens 
strike the marine J s recon base. After 
Prophets Nanosuit malfunctions, 
its up to gou to lead both of gou 
past a second marine encampment 
to a bridge at the edge of the sphere 
where Strickland's marines are 
waiting to euacuate gou both. 


r ^ 

osjecTives 

Grid Ob tt . Description 

Grid 

Ob tt. Description 

E5 01 Find the missing marines 

B6 

02 Escort Prophet out of the 



Sphere 
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JSQC can finally get a location as you emerge from 
the mountain and a UTDL flies in to euacuate you. 
Amid deep rumbled groans, the UTOL attempts to 
land, but it is blasted by a uast shockwaue of energy. 
You J re thrown out of the mouth of the mountain as 
dozens of Alien tentacled beasts pour from the hole! 
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oil), steady as vou go 
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The only way 
onward is to begin 
to descend in an 
east/southeasterly 
direction, beeping 
on the ledge and 
passing a gigantic 
support strut 
on your left ©. 

Although the sides 
of the mountain feature protruding rocks, you can J t scale 
these surfaces. Instead, moue quickly using Speed. 


Keep mouing 
around the base 
of the giant strut 
until you J re facing 
northwest ©. 
Aduance forward, 
keeping a keen 
lookout on the 
rocky trail below. 
An Alien Scout 
sweeps into uiew, deliuering a payload of four glowing 
objects. These are feared Alien Troopers! As soon as the 
Scout appears, unload a full clip on it so it enplodes. 


|(§ Alien Trooper Encountered! 


You must now face 
four Alien Troopers. 
Don J t make the 
mistake of charging 
them; you must 
encounter each 
indiuidually, one at 
a time. Constantly 
check your HUD 
map for the 

location of the nearest enemy and concentrate on defeating 
it before you moue to the neat. Quickly sidestep [using [ fshlftl l 
the ice shards fired from the foe. 


Ji Plan 01: If 

you haue 
the bullets and 
you J re a deft shot, 
switch to Speed 
[only toggle back 
to Armor if you J re 
getting puluerized] 
and Sprint sidestep 
back and forth, 

firing quick bursts of rifle fire at the Trooper, or use Shotgun 
blasts in close. Don J t aduance fartherthan UJaypoint ©. 


WARNIHG v 


Do not aduance too far! Vou don't want to be 
l^ouerwhelmed by these four Alien abominations! 






. ^ ,/ 
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As it closes, 
take a few 
steps backward, 
retreating to a large 
rock in the middle 
of the trail you can 
dodge behind if 
necessary. As the 
Trooper closes, 
shoot a concen- 
trated burst of fire into it. After about 20 bullets strike in one 
attack, the Alien makes a strange blubbering noisej this is 
how you know it J s dead! 


Now repeat this 
plan for the three 
other Troopers. 

Again, back up 
the trail after 
aduancing so you 
only need attack 
one foe at a time. 

Retreat, facing the 
Trooper and firing, 
using Speed to outrun it if necessary. Continue the combat 
until all four are defeated. 


You fall 
out onto a 
crumbling ledge 
high up on the 
mountain side. The 
ledge to the north 
leads nowhere. The 
ripped rocky side 
to the northeast is 
a sheer and deadly 
drop, major Strickland contacts you, requesting you recon to 
locate a squad of marines, and bring them to an entraction 
point at the foot of the mountain. 




IMG 

_ 


BASE jumping is usually a thrill, but without a U 
parachute, you J ll be dashed to pieces on the frosty 
rochs belouu. Keep away from the edge as you 
[^descend! J 
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Using Strength and Punching is aduantageous 
only when two or fewer Troopers are attacking, as 
enduring strikes from multiple foes while you're 
wrestling in close combat depletes your health 


dramatically. 
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JL Plan 04: 

Another plan 
is to engage Cloak 
after a Trooper 
spots gou, which 
is usuallg good if 
gou J re facing fewer 
than three Troopers 
at once. Wait for 
it to jump nearbg, 
or aduance on it. Then strike it with a barrage of bulletsj the 
close, rapid gunfire is the keg here. 


Plan 02: 

If bullet 

rationing or close 
combat appeals 
to gou, switch to 
Strength and Sprint 
sidestep the ice 
shards. Dart behind 
ang nearbg rocks. 
As the foe closes 
to melee combat make a well-timed Strength Punch. This 
defeats the foe with one strike, although it can take two if 
gou onlg glance it. 


JL Plan 03: This 
’5™ is another 
feasible wag to 
rid gourself of 
these immediate 
and otherworldlg 
threats: Grab 
the Trooper and 
pummel it with 
Fists, or Strength 
Throw it against a rock or walk crushing it. 


Plan 05: 

Finallg, 
eguip 
gour 
Assault 
Rifle with 
an Assault 
or Precision Scope 
and retreat back up the slope. Then switch to Strength to 
steadg gour aim [if gou wish], and zoom in on a farawag 
Alien Trooper. Blast it with multiple shots and dodge the 
incoming ice shards. This takes more ammunition, but it J s 
safer. 


* moue left, 
under the 
broken tree ©, 
and down the trail 
between the rocks. 

Readg gourself for 
combat with two 
additional Troopers 
that are preceded 
with a noise a 

second before their arriual. Back up to the boulders on gour 
right and use them as couer. Emplog ang of the preuiouslg 
mentioned technigues and slag them both. 


After the last 
Trooper has gurgled 
on the ground, 
moue northwest 
around a corner to 
this large fallen 
tree ©. A massiue, 
crumbling rauine 
caused bg a 
landslide awaits 
gou. You haue the choice to maneuuer around the high 
ledges to the left [head along the left path], or moue down 
the middle of the landslide. 


OF^TimRiL^ 
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After the foe has been destroyed, listen for a beeping 
noise; this indicates the Trooper's body is about to 
^explode! Don't stay near any dead Alien Trooper. 


ADUISORV 






If you're takiny down these foes without the eutra 
maneuverability that Speed yives you, simply 
switch to Armor. The Trooper usually leaps into the 
air, descending onto you. When this occurs, simply 
sidestep out of the way, and switch to Armor if you 
aren't quick enouyh. You'll face the foe at close 
quarters — the best time to launch a barraye of 
[^bullets or a Strength Punch. 


Objective 01 
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Die. Recon Team round and Frozen 


JL As you reach 
halfway down 
the landslide rauine 
[around UJay point 
©, bring out your 
Assault Rifle and 
Strength. Aim at the 
Alien Scout flying 
about the rauine 
below. Shoot it out 

of the shy before it flies off to the east. 

JL Plan 01: Stay 
in the middle 
of the slope and 
use Strength and 
your Precision 
Scope to scan 
the area belouj 
for hostiles. You 
should be able to 
spot at least tujo. 

Blast them from range. If they get in tight switch to rapid 
rifle fire. 


Uenture 
farther 
down the 
trait until you 
reach a deep 
fissure 
©. Ahead of 
you is a half- 
demolished hut. 

Jump the fissure, 
using either Speed or Strength and inspect the outer wall. 
Here you find FY71s, ammo, and a Shotgun. Grab a Shotgun at 
the uery least; it is encellent at taking down Alien Troopers! 


JL Plan 01: You 

can now fall 
down into the 
fissure, then walk 
to the rock pile at 
the end and 
Strength Jump up 
and out of it, onto 
the landslide area. 


Y Plan 04: Gr, 

maneuuer 
onto rockg terrain 
to the left of the 
fallen tree and 
aduance along a 
thin ledge © aboue 
the trail. When 
the two Troopers 
appear, slay them 

using your Precision Scope from up here. 

Continue to carefully Strength Jump along the side of 
the rocky wall until you J re aboue the shotgun shack. Then 
carefully descend and locate the weaponry and ammunition. 


Plan 05: Or, 
fall down 
the right of 
e fallen tree, 
under the tree J s 
branches, and 
down a sloping 
hillside, toward 
the middle of the 
landslide. Ahead 
and left is the semicircular area near the fissure ©, but 
you don J t need to inuestigate this area or defeat the two 
Troopers. 

Plan 06: Or, attempt to nauigate the steep rocky wall 
to the southeast. This inuolues careful Strength 
Jumping and usually ends in a death plummet, although you 
can reach the lower leuels of the landslide, too. 


Continue down the 
slope, sliding down 
without damaging 
yourself in a long 
fall, and head for 
a rocky rr island JJ 
with a copse of 
trees and smoke 
billowing behind it. 
You should moue to 
the ground in front of this area #. You J ll encounter another 
Trooper here. Shotgun blasts are an excellent plan. 


Plan 02: Or, Speed Sprint, then Jump from the edge 
of the cliff where the shack is, across the fissure, 
and land on a semicircular area of ground in the middle of 
the landslide ©. Watch out; the landing spot falls away so 
moue onto firmer ground! 

Plan 03: You can also run around the right side of the 
fissure, back where you faced the preuious foes to 
reach this point. 


azy FPPROveD 
■ V Tf=»CTICS 

Another encellent 
way of auoiding the 
Troopers pouncing 
attack is simply to 
Speed Sprint back 
away from it, firing 
your Shotgun. This 
usually takes a 
Trooper down in one ortwo shots! 


I110RI1G 


If you're taking the sheer drops down the ravine, it ^ 
is important to drop down them rather than leaping 
or gou may fall too far and kill yourself! Help your 
footing by pressing (s] as you fall, so you stay close 
to the wall you're falling down. J 











w 

Plan 01: 

If you 
want 
another 
method of 
deliuering 
death to a 
couple of Troopers 
close to each other, try Throwing a Frag Grenade at them. 
The best spot is at UJaypoint #, when you J re about 
to encounter two of them. With Strength you can also 
Strength Throw Grenades great distances so they enplode 
as they land. 

Y Plan 02: There J s also a couple of objects to puluerize 
Troopers with, such as the ice-cold rusty ouen on 
top of the tree island and a group of eight barrels [one is 
burning] by the ouerturned Transport Truck. 


w 
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Work 
your way 
northward around 
the rocks, keeping 
the tree island to 
your right. As you 
round the corner 
and look northeast 
C2 , prepare for 
combat with two 
Troopers in this area. Back up, and use preuiously described 
tactics [in Path 01 A]. 


Round the corner, 
and face the 
promontory behind 
the tree island. 
There J s a burning 
stack of barrels 
and an ouerturned 
Transport Truck 
C3 here. Check for 
any Trooper then 
continue northeast, to the edge of another promontory. The 
marines- 1 coordinates are ahead and below you. 


Tf »> $ 4 
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Din. Additional Trooper Tahedouins 
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01E. Fun and Prophet 

Plan 01: Seeing 
Prophet is a 
welcome surprise, 
euen if he J s acting 
strangely. Additional 
Alien Troopers fly in 
from the area to the 
southern east-west 
part of this frozen 
recon base [# and 
#]. Point your weapon southward and begin the slaying. 
Prophet must 
head back into the 
mountain and seems 
to haue lost his mind, 
but not his trigger- 
finger. He blasts foes 
apart with a long 
and strange alien 
cannon. Back him up, 
attacking the waues 

of two to three Troopers by locating them on your HUB map. Use 
your Shotgun or rifle and Speed to dodge their attacks. 


maneuuer down 
the cliffside to a 
massiue, rocky 
mess of boulders, 
crushed trees, and 
buildings. The giant 
gap between the 
two rock walls 
with wrecked 
buildings atop them 
is the clue to your route; moue to the right of the partially 
destroyed building C4 , and drop down to the marines- 1 
Bulldog LTU and last stand. 


Y Plan 02: You 

can also 

trauerse the trail as 
it winds downward 
and southeast, 
past the tree 
island, and around 
# to the giant gap 
allowing access to 
the marines J last 
stand. Beware of one ortwo lurking Troopers in this lower 
rauine. 

You suruey a scene literally frozen in time, marines are 
scattered, encased in ice and immouable, after a one-sided 
combat. You inform Strickland that his two platoons are 
likely lost. Another Alien Scout is floating by on the horizon... 
then it J s shot down! Prophet drops in, armed with an 
amazing-looking weapon! 


'0l ranm 


Or, you can employ any of the preuiously described 
.«h.ds these beasts. 

1 At any time 
%P during the 
battle, you can moue 
to the north part of 
the base and look 
for the long metal 
container. Inside 
you J LL find Shotgun, 

SCAR, and weapons 
and ammunition. 

Switch your SCAR with the smG 
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The weapons and ammunition are cased in 
a thick layer of ice; don't punch or shoot the 
items, or they explode, much like the dead 
marines outside. 


HDUISORV 


You can sit back and watch Prophet decimate 
the Alien hordes, but it's quicker to lend a hand, 
and definitely imperative after Prophet's suit 
malfunctions. 


|) 

J 

U 

J 



After about sin of 
these Troopers 
haue been defeated 
by you and Prophet 
he lets out a cry 
of anguish and 
staggers to a pair 
of sand crates 
his Nanosuit is 
malfunctioning, and 
he needs to leaue the area immediately! He drops the Alien 
weapon he was carrying. How did he find it? He J ll enplain 
later. 

Y Plan 02: 

During 
combat you 
can find dropped 
weapons at the 
feet of many of 
the frozen marines. 
Grab them if you 
need them. You can 
also shoot Punch, 
or melee Attach the marines and they crach open, reuealing 
ice-cold innards. This is as disrespectful as it is gruesome! 



Plan 03: 

There are a 
number of objects 
that can be thrown 
at the enemies to 
hnoch them bach 
so gou can finish 
them off. The best 
are these: 

Two wheel- 
barrows [# and #] at either side of the base. 

A boat motor in the northeast section. 

A table saw in the ruined middle building. 

Numerous barrels scattered about. 

Y Plan 04: 

During 

combat you don J t 
need to run about 
the ground area 
onlyj the roof of the 
weapon container 
shed is a good 
place for a uantage 
point #. You can 
lob grenades down from here. There J s also a section of road 
stiching out of the southeast area # to which you can 
Strength Jump. This is another great camping spot. 

Y Plan 05: 

Finals 
remember that 
most of the 
buildings shatter 
if their walls are 
struck, so find more 
solid places to hide 
behind, such as the 
Bulldog with the 

frozen gunner ® or the inside of the ouerturned Transport 
Truck # [this is effectiue for darting in and out, if gou J re 
hauing problems downing the foes). 






Objective 02. Escort Prophet out of the Sphere 



"let's give these ugly bastards 
a taste of their own! Va with me, 
son?" 

— Prophet 
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Dan. 0 cool Reception 


JL Prophet was 
wrenched 
out of the Jungle by 
one of those fiends 
and he J s adamant 
that he must return 
to the mountain. 

For now though he 
should be escorted 
out of this sphere. 
His Nanosuit is failing, so grab the strange Alien mount [known 
as the mDAC], and swap your rifle with it. Now begin brutal 
combat as more foes arriue from the same direction as before. 
Howeuer, utilize the mOAC and make short work of all of them! 




ADUISORV 




Keep your eye on Prophet's suit status [displayed on 
the Nanosuit HUD at the bottom of the screen). If it 
reaches zero J quickly locate a nearby heat source so 
Prophet can recharye J or you will fail the objectiue. 


|^Pro| 



Combat continues 
until the second of 
two larger Scouts 
is shot down 
from the sky. It 
hurtles down in 
the southeast and 
enplodes, creating 
a gap in the rubble- 
filled wall #. 

Finish off any remaining foes and depart immediately. You 
haue a new objectiue to complete! 

■'■s Alien mount MOAC Acquired! 
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* Plan 01: 

Flee through 
the gap in the 
rubble and pass 
a wrecked shack 
on your left 
•- Leaue Prophet 
for the moment 
and aduance in an 
east-northeasterly 
route, checking 
the direction of the 
objectiue marker 
on your HUD map. 
Another wrecked 
encampment 
greets you. 


i Alien Scout Encountered! 





Shoot each Scout 
with your mOAC 
cannon until it 
enplodes in the 
air and hurtles 
down to the 
ground, moue out 
of the secondary 
enplosion, which 
can kill, and look 
for the nent Scout to slay. Continue this battle strategy, 
edging to the encampment's opposite side. 


First moue out of the trees in a uaguely southeasterly 
direction so the branches don't obstruct your uiew. moue 
near the burning Transport Truck ©, as this is a good place 
to seek couer [the side of the truck or building, or euen 
below the ledge in the creuice] and fire at the Scouts. If 
you're hauing trouble locating one, check the in-game map 
or use your Binoculars. 


Plan 02: The 

two Transport 
Trucks both 
house weapons 
you can use if 
you're not happy 
with the mOAC's 
firing patterns. 
Sometimes, the 
instant strikes of 
the smG or FY7 1 make Scout takedowns a little easier. The 
distance between you and the Scouts means the Shotgun 
isn't the best weapon to use. 


Y Plan 03: 

There are 
some objects to 
hurl at the Scouts, 
but it is almost 
impossible to 
strike one with 
the barrels or the 
washing machine 
near the far end of 
the encampment inside the half-demolished shack ©. 

Y Plan 04: You can also use the metal fencing as couer 
or drop into the channels cut through the ground and 
use the rock walls. If you fall into a channel, use Strength 
Jumps to return to the upper surface. It's easier to strike the 
Scouts from up here. 

Y Plan 05: The area just below the first Transport Tru 
© holds a large refuse container and an partially 
ouerturned metal truck container. Both are encellent places 
to hide from the Scout's fire. 
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When all 
the Scouts 
are slain, or 
euen if they 
aren't, flee the 
area to the east- 
northeast and 
maneuuer through 
a creuasse toward 
the entraction 
point. 


w 
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02c. mind the Gap 

Clear the 
creuasse, and 
Prophet shouts to 
head for the bridge. 
Bring your mOAC 
to bear on a Scout 
sweeping under 
the bridge ahead 
of you. Demolish 
it before it can fly 
away. 


It drops three or 
four Troopers, so 
bring out your 
fauored weapon 
[or keep the mOAC] 
and lay waste to 
all three. Stay in 
the uicinity of the 
creuasse © and 
use the rocks as 
couer. Now aduance onto the frozen riuer. 


Turn and look to the 
north. A wrecked 
Transport Truck 
teeters on the rock 
plateau aboue 
you, leading to the 
bridge itself. You 
can J t scale the rock 
wall to your left ©, 
so moue northward, 
passing the frozen boat and marine to your right ©. These 
can be shattered, if you choose. 


JL Cross the 
bridge as 

Prophet orders you 
to. This is accom- 
plished by Sprinting 
with Speed 
engaged, and either 
Jumping, or running 
off the broken edge 
and landing on the 
metal wreckage on the other side. Aim for the flat bridge 
surface and not the girders. Then head to the rendezuous 
point with Strickland's forces. 

Y You can also leap the gap if you Strength Jump and 
aim for the twisted metal girder horizontal to you, 
at the edge of the other side of the bridge. Careful landing 
allows you to drop here and Strength Jump again to the solid 
portion of the bridge. This is tricky, but possible! 


WARNING x 

|ou miss with the Strength lump or fall short withal 
any other technique J you J re likely to fall too far for 
your Nanosuit to saue you. Try this again! If you take 
too long, a Scout comes into uiew and begins an 
attack pass. Either stop and defeat it with your MOAC, 
or ignore it and attempt to jump the bridge. J 


Pass by a 
siu-uehicle army 
supply conuoy 
decimated by this 
Alien menace. 
Prophet is yelling 
that more foes 
are spilling out 
from the mountain 
behind you! Sprint 
around to the edge of the bridge ©, where you'll see the 
teetering Transport Truck you spotted earlier. 


Pass under the 
bridge and look up 
and to your left. 

Ahead is a rocky 
slope and a smooth 
area just beyond it. 

Hike up the smooth 
section © as 
Prophet bellows for 
you to hurry, make 
a left as you reach the plateau at the top. 


I 


ADUISORV 


It might be wise to Saue at this juncture. Vour bridge- 
jumping skills must be perfect! 







Objective 01. meet with Keegan 


"It's 200 below inside that thing! Every- 
thing's dead... everything human, that is!" 

— Prophet 
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The entire mountain is encased in 
a sphere of ice. Unknown hostiles 
are decimating U.S. troops. We are 
euacuating the island immediatelg. 

After gou nauigate out of the 
ice sphere, it J s time to leaue the 
island entirelg! Prophet speaks with 
a small recon unit of Strickland's 
marines holed up in an ice-encased 
cafe at the edge of the sphere, 
which is slowlg enpanding. After 
informing the marines' C.D. of their 
predicament, gou're to help defend 
these men from a barrage of Alien 
Trooper and Scout attacks. When 
there's a lull in the fighting. Prophet 
darts to a Bulldog LTU and the 
remaining troops pull out, heading 
down the mountain road. 

Gunning down Alien Scouts as gou 
rattle around in the turret of the LTU, 
gou spot a Uulture taking heaug fire 
from two Scouts. It crash-lands near 
a riuerat the base of the mountain. 

A suruiuor is trapped inside: It's Dr. 
Helena Rosenthal, who can prouide 
uital information on these Aliens. 

You must guicklg head to the crash 
site and defend it from another 
Alien onslaught. As Prophet bundles 
Helena into another UTBL, gou're told 
to make a final stand with major 
Strickland, who's euacuating the 
final troops from the island. Utilizing 
the AA uehicles, gou must create 
a barrage of turret fire to preuent 
the Aliens from taking down the 
escaping UTBLs before gou can be 
euacuated from this hellish place. 
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Objective 01 
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After you J ue 
inspected the 
cafe, go outside 
and chech the 
three Bulldog LTUsj 
you can man the 
turret but can J t 
driue them. The two 
Pickups shatter 
when you shoot 
or strike them. There are two cabins nearby with no way 
inside, but the roofs [and the roof of the cafe] make good 
uantage points. Now locate Keegan inside the cafe. He J s 
certainly pleased to see you! 


Objective 02. Assist Strickland's Recon Team 

'Tve got orders to get these men down the ualleg to 
the euac center. Theg're pulling euergone out V 


Hriiiur oiJddu oiidiiym 


Object 


020. Keegan's last stand 
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Plan 01: As 

soon as 
Keegan begins 
to speak about 
heading down the 
ualley to the euac 
center, run and leap 
atop the cafe roof 
as the first waue 
of Alien attacks 


begins. Train your mOAC on the Scout floating aboue the 
building and bring it down to the ground. Then face south. 
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— Sergeant Keegan 

The marines are 
training their 
weapons on the 
area aboue the two 
cabins, where a 
Scout drops about 
four Alien Troopers 
that begin to 
swarm and attack. 
Try to get rid of 
the Scout from the root then concentrate on the Trooper 
backing up and bringing them down with your mOAC fire. 
Bptionally, drop to the ground and maneuuer around if the 
roof is too constricting. 

The roof is a great 
place to tackle the 
final foe [for the 
moment]: another 
Scout flitting about 
the skies. Bring it 
down with more 
mBAC fire and keep 
following it as 
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moue from 
the mangled 
bridge toward 
the frozen 
building on your 
left — what J s left 
of the Hillside Cafe. 

After talking with 
one of the soldiers crouched at an outside defensiue point 
Prophet learns that the soldier’s commanding officer is 
inside the building. Beconnoiter around the area if you wish. 

The rear balcony of 
the cafe offers the 
best uiew of the 
changing weather 
patterns that the 
sphere is creating, 
including thunder- 
storms and twisters 
farther down the 
ualley. There are a 
few marines on this balceng, too. You can also check inside 
the cafe, which is small. It has an entrance, bathroom, 
kitchen and main bar area, where Keegan is waiting. 


; 


Don't leap down the ualley, away from these Marines^ 
(or away from any of the future objectiues]. If you do, 
the Aliens attach and massacre the troops you were 
ordered to protect! Then your mission is terminated. 


|^ord 


V 


DDUISORV 




2 


Before you speah with Keegan, be sure to inspect the^| 
tables behind him, where a uariety of weapons can 
be grabbed. Keep your MOAC, but grab some of the 
following: Shotgun, Shotgun ammo. Missile Launchers, 
Gauss Rifle, and Gauss Rifle amnio. Additionally, this 
amnio can be found outside the cafe by the wrech of a 
truck: FV71 and Incendiary amnio. The same stash can 
also be found later in the leuel by the VTOl crash site 
and at the Euac Center. 








it moues in and out of the edge of the sphere. As soon as 
this beast disintegrates under gourfire, Prophet runs to the 
parked Bulldog LTU. Time to go! 

JL Plan 02: 

Another 

plan is to utilize 
weapons other 
than the mOAC 
[although there 
are finite bullets, 
compared to the 
mOAC J s infinite 
firing]. Trg shooting 
close Alien Troopers with the Gauss Rifle, orthe large Scouts 
with two or three missiles for a quick takedown. Then grab 
another missile Launcher before starting Objectiue 03. 

Y Plan 03: Some other plans to attempt include Strength 
Throwing the large metal cases [three different sizes] 
at the incoming Troopers [although the mOAC is far more 
aduantageous]. 


ffao7 j> ■ , 
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Y Plan 04: Or, gou can Punch one of the rusting cars 

against the side of the cafe building and stag inside, 
sniping at the Troopers and using the car as couer. lt J s 
difficult to aim up at the skg in here, but the building offers a 
little more protection. 


Objective 03. Get into the LTU 


"dll units. , this is Uulturs Four! Wo 
got hostiles on our tail. Can't loch ; 
can't evade!" 

— Uulture Four 


Try pressing (?Q to change the perspective 
of your weapon, and 02 to switch to an 
aimed shot. Usually, regular (01) fire is 
preferred, in the first-person perspective, 
as this gives you a greater angle to aim, all 
around you. 
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There is but 
one plan to 
undertake: man the 
turret and preuent 
the incoming Alien 
Scouts from deuas- 
tating gour conuog! 
As gou pull awag 
from the buildings 
spin the turret 

around and slag the Scout directlg on gourtail. Be sure to 
drop him, or he continues to attack as gou descend the 
mountain. 


3 

1*1 


IJOJE 


Ignore the road conditions. Prophet is at the wheelT^) 
Instead, concentrate on your firing! 


As gou flee down 
the hill, swing the 
turret around as 
Prophet yells that 
a second Scout is 
approaching at 12 
o'clock. Blast it as 
it passes ouer gou, 
then spin around 
and finish it. 


Taduisorv i 









Continue 
to fire and 
look ahead 
and left. Cut 
down another 
Scout as you 
pass ouer the 
bridge, make sure 
these Scouts are 
defeated, or they 
fly around and fire at you. As you turn left along the winding 
road, Uulture Four radios in under heauy fire. 


Objective 04: Proceed to the UTOl Crash Site 


"Please! Get me out of here! 

I'm trapped... The pilot’s dead... 
there's dozens of them!" 

— Dr. Helena Rosenthal 


Y Plan 03: Or, gou can shoot the Bulldog turret 
at the foes swarming the UTOL from this 
long range, then stag as the Bulldog falls into the 
fissure. 




Look along the cliff 
side to gour left to 
see Uulture Four 
tearing through 
the skies with 
two Scouts on 
its tail. You don J t 
haue the time to 
saue the uehiclej it 
crash-lands in the 
ualleg below. Pick off another Scout through the trees on 
the mountainside as you hear a radio message from Helena 
Bosenthal. Strickland needs that woman aliuej she J s the 
onlg one who knows how to deal with these bastards! Finish 
off any remaining nearby Scouts as your Bulldog reaches a 
fissure in the road ©. 
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040. Defending the uroi 

Plan 01.1: 

Bisembark 
from the Bulldog 
guicklg, as the 
road soon cracks 
and the uehicle 
tumbles down into 
he fissure. You 
can leap across 
the gap, or slide 
down the fissure 
and run to the 
right ©, around 
to where the road 
continues. Check 
gour HUB map as a 
couple of Scouts 
appear in the area. 

Beal with them as 
gou trek toward the 
crashed UTOL. 

Plan 02: Or, gou can drop down into the fissure and 
run to the left into the riuer, then Speed Sprint under 
the bridge with the flaming tank on it © all the wag to the 
crashed UTOL. 


Throughout this combat, use Speed to auoid 
the Scouts J fire, and Armor if you J re getting 
caught by them. Remember, when using the 
MOAC, predict and fire where the Scout J s 
flight path will tahe it, or else the shards 
don J t find their mark 


1 Plan 01.2: 

Prophet makes 
the rendezuous 
with the UTOL, so 
meet him at the 
crashed craft 
Bbkfvjj^ . He orders gou 
I to couer him while 
| he rescues Helena, 
stand away from 

the burning fuel and the craft and check the HUB map for 
incoming foes. Bun to the AA Uehicle © and spin the turret 
around. Bring the cannons to bear on the sin or so incoming 
Scouts. 

Y Plan 04: Dr, you can choose to use the mOAC, the 
Gauss Rifle, orthe missile Launcher for any of the 
incoming foes. You can maneuuer on either side of the riuer, 
although the easiest place to dash around is close to the 
UTOL itself. 


POIMTER 


j Whatever the plan you choose, when Prophet u 
reaches Helena, you are given new orders, effective 
[^immediately! 


\\ 
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Objective 05: Oefend the Crash Site 
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Nomad, hold 'em off. I'll get her out of the wrechage!" 

— Prophet 


05A. ft supporting note 


JL Plan 01: Nomad wrenches the UT0L J s damaged rear doors open. Your plans are 
clear; continue to prouide supporting fire until major Strichland radios in to 
let gou know he J s ordered another UTQLto take Helena to safetg. As this occurs, 
concentrate gourfire on Scouts attacking the crashed UTOL first. Fire until all Scouts 
are defeated and Helena boards the UTQL. It takes off with Prophet inside, and gou J re 
left to reach an euac point to the northeast on gour own. 


Objective 06: Rendezvous with major Strickland 


"It's nice to feel wanted, 
major!" 


— Nomad 


2og y* A WStMMSSMESSMl , 
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06ft. Riuer Rampage 


JL Plan 01: As 

soon as the 
UTQL takes off, head 
directlg for the 
euacuation site. A 
gigantic striding 
thing enters the 
ualleg, and it J s 
eguipped with an 
inuulnerable shield. 
You can J t defeat it herej retreat to the north/northwest and 
search out the euacuation site. 


Strickland is 
gelling at gou 
to reach the 
euacuation point, 
which can be 
accomplished in a 
number of wags. 
The easiest wag is 
to driue ouer the 
riuer up either 
of the roads onto the tarmac, then along the main road to 
the left of the riuer. 

Or, gou can trauel 
along the dirt 
tracks on the right 
side of the riuer, 
which split up and 
combine. You J ll 
pass the useable 
AA uehicle [©) as 
gou moue down 
the road to cross 
the ford [©]. Fire on incoming Scouts when theg arriue, then 
moue directlg to major Strickland [Objectiue OB]. 


i 







1 Plan 01: 

Strickland 
tells you the 
remaining UTOLs are 
ferrying people off 
this God-forsaken 
rock and you J ll be 
on Uulture Four One, 
as your Nanosuit 
information is uital 
to the efforts to repel this inuasion. For the moment though 
you J re instructed to head to the AA uehicle nearby © and 
begin to tackle the foes in the skies. 


Objective 07: Oefend the Evacuation Point 


"What in the name of 
General Patton is that 
f — ing thing?! 

— major Strickland 


Y Plan 03: Other not-so cunning plans include the 
following: 

Cross the riuer and secure AA uehicles that aren J t nearthe 
euacuation site, but only when they are the closest 
to you. 

Finally, you can use objects to defeat the Troopers [but not 
the Alien foes that are in the air). Try Throwing: 

Barrels 


Bag of coconut husks [north hut nearthe AA uehicle] 

Gas canister [enterior side of second hut, near riuerfront AA 
uehicle] 

Green bin [enterior of second hut, near UTOLtake-off site] 


Continue this epic 
blasting until 
Strickland orders you 
into the UTBL, then 
immediately leap 
from the AA uehicle, 
cross to the UTBL 
take-off spot, and 
flee this mayhem. 


Uou reach the UTOL hatch as Strickland pushes you inside. 

Os he J s about to embark he notices a gigantic striding Alien 
incoming , and stands his ground while you protest. rr l J m J 
a marine son!" he retorts. rr l J ll walk on water if I have to!" 
The craft is ouerloadedj and the UTOL grinds upward as the 
behemoth blasts Strickland with a hall of energy and fire. 
The hatch closes as the UTOL attempts to ascend.... 


070. Bluer Rampage 


Use Speed Sprinting 
to reach the AA 
uehicle, but clear 
the immediate area 
of Alien Troopers 
first, as they can 
seriously damage 
the uehicle. UJhen 
all ground foes are 
defeated, step into 
the AA uehicle and train it to the skies, as you haue before. 
Continue to blast Scouts out of the air until Strickland yells 
that Uulture Four Gne has arriued. 




Plan 02: 

Although 

neuer a sound idea, 
you can leaue the 
AA uehicle and head 
to the weapons 
depot ©, where a 
few remaining items 
can be saluaged 
[the rest were 
already used in this battle]. Enpectto locate a SCAB, 

SCAB ammo, and a Gauss Bifle. Plus, there J s more ammo 
around the MG nests and clos to Strickland: SCAB, 
Gauss Bifle, and missile Launchers. 


Li d LI 

\ 
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"Hold onto your hats , gentleman. 
Today's forecast: S — tstorni!" 

— UTOl 


STRRTeGic nnp F=»mzD ox/^frx/i^LlJ 


RVR!U=BU€: MITEL: 
eVRCU F 1 I €= TT-ie ISURRD 

The entire mountain is encased in 
a sphere of ice. Unknown hostiles 
are decimating U.S. troops. We are 
euacuating the island immediatelg. 

After a uery heauy take-off, 
where gour wise-cracking pilot 
succumbs to enemg shards and 
gou J re forced to take the controls of 
the UTOL. You guicklg learn how to 
fig this damaged machine, which is 
operable, encept that it must fig at 
low altitudes. With this in mind, gou 
must follow a team of UTOLs ouer a 
bridge to a plateau where friendlg 
troops are to be picked up. Whether 
gou J re successful or not, the flight 
continues. 

You are neat tasked with checking 
for suruiuors at a nearbg camp, but 
there are none. The same can J t be 
said to the north, where a UTOL is 
attempting to euacuate a number of 
keg personnel from an island in the 
middle of this ualley sgstem. After 
defending this area, and zigzagging 
through a cangon, gou J re readg to 
push northward, stopping a U.S. 
military conuog from being attacked, 
before pushing all the wag to the 
ocean, and the safetg of the USS 

Constitution. W osjecrives 

fl Grid Ob tt. Description Grid Ob fl. Description 


Deploy Point (iy Objectiues 


Objective 01. Escape to the Aircraft Carrier 


01 Escape to the Aircraft 
Carrier 

02 Defend the Plateau 

03 Inuestigate the Camp 


D4 Defend the UTOLs 
D5 Assist the Conuoy 
DB Escape to the Aircraft 
Carrier [Continued] 





The UTOL takes seme slams from the Aliens" bursts 
of fire, and the pilot is shredded. You break through 
into the cockpit and request Command assist you in 
steering this craft off this rock! 
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I^Use (fT) to change the viewpoint of your craft to the 
one that's most suitable for flying. Unlike ground 
vehicles, the UTOl has three different viewpoints. Play 
with the configuration until you find one you prefer. 


Add-On Grenades Explosives Vehicle 


oin. steady ns she Goes 





Si 


ul i ii nmm . 


movements, and remember this craft houers and 
pitches left and right, as well as cruising forward, 
backward, up, and down. Don J t ascend aboue the 
tops of the ualleg, or gou lose control. 



JL Plan 01.1: Use 

the 0 Y ams 
to straighten the 
craft to a horizontal 
plane, and tap 
[Spacebar ] to gain a 
little height. Now 
moue forward 
slowly using 
with (a) and @) to 


Fly to a gap in 
the ualleg © and 
steer to the left, 
following a couple 
of friendlies that 
are entracting 
troops, too. They 
radio that a group 
of marines are in 
trouble ahead. 

Ascend using [spacebar] and keep your speed up with (w). 

Fly ouer the bridge ©, turning to the right to fly along the 
winding ualleg. 

Plan 02: Or, you can test your flying skills and 
* zoom underthe bridge without scraping it orthe 
ground below. 





strafe. You can turn right and lefft [or rotate] easily with the 
Q H ams. moue forward and remember that (s] allows you to 
reuerse, but is usually used to slow down. 


Or, gou could trg flging between the bridge support 
ropes and the bridge road! Howeuer, this, and similar 
attempts to fig into tunnels, usuallg results in a fierg 
explosion and gour demise! J 


Objective 02. Defend the Plateau 


'One-Four, we have several birds attempting tahe-off from a plateau ahead " 

— Skybird Command 


* »> * 
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Dan. minigun mauhem 



JL Plan 01: 

Slow down 
as you receiue a 
message from the 
UTDL leader; he J s 
eutracting marines 
from the plateau 
below ©. You 
must defeat the 
three Alien Scouts 


You can also barrel roll bg hitting d] and @ simulta- 
neously. [shift] also increases gour acceleration by 
firing the UT0L J s afterburners. 


houering about to the northwest and behind you. Stop and 
piuot left, then strafe them with minigun fire [01]. You can 
steer behind them if you wish, but houering and piuoting 
[without tipping left or right] is the easiest plan. 


Y Plan 02: Or, you can wait for a target lock-on [which 
occurs automatically if the Alien Scout is within 
your crosshairs] and fire off one of your UT0L J s missiles 02. 
Howeuer, you only haue 12 and they are best saued for later. 

When all of the Alien Scouts are defeated, the UTQLs can 
take off, and Objectiue 01 commences again. Or, you can 
ignore the marines, fail the objectiue, and continue down 
the canyon. 


<( 


212 


v\ 

\l 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 










Objective 03. Investigate the Camp 
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"Blue seven, hreali right! Oh, s — t! Requesting immediate air support /" 

— Vulture Two-Zero 


Vulture Stand bg. F3Gs 
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Pilot the UTQL 
around and slightly 
to the left heading 
southeast. Fly 
ouer the camp. You 
inform Shy chief 
that there are no 
more suruiuors. He 
achnowledges, and 
updates your nau. 

You are to defend a group of UTDLs ouer the neut mountain 
range, south of your current position. Fly up the ualley as the 
rain beats down. 


As you spot the 
plateau below with 
the UTQL attempting 
to tahe oft swing 
around to the east 
and wait forfiue 
Alien Scouts to 
appear. Your usual 
mmture of machine 
gun fire and 

missiles ruins their ambush. You must eliminate four of the 
fiue Alien Scouts to complete the objectiue. Keep fig 
until the UTQL pilot radios in that he J s ready to moue. 


03H. Rendezvous uiith the vultures 
and pressing on 


Assuming you 
allowed the 
two UTQLs to tahe 
oft follow them 
along the ualley 
until you reach a 
partially destroyed 
bridge fll , where 
you can see the 
slowly enpanding 
sphere. Fierce tornadoes are actiue in this area. Fly ouer 
the ridge between the tornadoes and the sphere, or roll [(o) 
and (U to auoid the turbulence when you come near a wind 
plume. You J re ashed to locate suruiuors at a camp ahead of 
you [Objectiue 03]. 


are inbound. Chech the camp for survivors " 

— Skychief 


Do not maneuver into the rapidly expanding ice 
sphere, or you'll freeze and drop to the ground with a 
[^sickening thud! 
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. cnmbat in the Gnrge 


maneuuer 


passing ouer a 
supply station 
and head toward 
the UTOLs as they 
inform you that 
they need help. 
Ascend ouer the 
ualleys until you 
reach the gorge fll . 


ADUISORV 






If you start to tip alarmingly to one side, be sure you move your mouse horizontally in the opposite 
direction to steady your craft while slowing down. Then ascend and begin to move again. Remember 
you can look directly up to attack foes and track their maneuvers all around you, but remember to 
slow down and keep off the ground and away from the canyon walls when you do so! 





Armor 


Speed 


Strength 


Objective 05. Assist the Convoy 


"Convoy on the road ahead under attach. Proceed 
with caution ; over!" 

— Skychief 


Object 


F»F= ITU 

Add-On 
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050. Firing at more Fiyina Fiends 

Turn 

southeast 
and boost forward 
toward the gap in 
the mountain range. 
Accelerate forward, 
then swing east 
around the gulleg 
and out the other 
side. Auoid the 

walls bg flging sideways, and maneuuer around the falling 
rocks bg stopping and waiting for them to fall, or boosting 
around them at speed. 


Swing around the 
corner so gou J re 
facing north and 
can see the military 
conuog mouing 
along the lakeside 
road. Three Alien 
Scouts fig in from 
the north. You know 
what to do. Begin 
bg softening them up with missiles, then strafe them with 
machine gun fire. Destrog one of them at a time and attack 
immediately. Optionally, slow down and houerouerthe 
conuoy in a defensiue position so the Aliens don J t destroy 
any of the uehicles. Speed is the key to achieuing this 
objectiue. Then you return to your main objectiue. 
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Objective 06. Escape to the Aircraft Carrier (Continued) 


" Let’s get them bach in one piece, fellas! I can see the carrier — We made it!" 

— Uulture Two-Zero 


w 
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obh. into the uilld oioe vonder 

JL You J re 
still flying 
northward, 
following the riuer 
to the ocean. As 
you go, enpect 
more enemies to 
fly at you, or the 
same way you are 
traueling, before 
they circle around. Auoid their showers of ice by side-flying 
and slowing down, blasting them before too many conuerge 
on you. 


Continue onward, 
flying through the 
ualley to a KPA 
settlement at the 
edge of the ocean. 

A few Alien Scouts 
are tearing through 
the buildings 
below, but this is 
of little interest to 
you. You can slow down to shoot the Scouts and use up the 
last of your missiles, if you want. Then speed northward, as 
quickly as possible, to rendezuous with the USS Constitution. 





FoL 


Follow Psycho to the CDC. If at any time you yet lost 
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TO CDC 


JL Your ride 
touches 
down on the 
deck of the USS 
Constitution, and 
Helena Rosenthal, 
Psycho, and a few 
of the ship's crew 
stand in front of 
a captured Alien. 
After a brief scare when the creature absorbs nearby energy 
from the building and almost escapes, you are called to CDC 
to speak with Admiral morrison. 


"Os soon as I get confirmation from the 
White House ; we'll reduce these bastards 
to dust." 

— Admiral morrison 


You don't haue to 
muddle throuyh the 
maze of corridors 
inside the shipj 
simply follow 
Psycho to the CDC. 

If you take a wrony 
turn somewhere, 
look for the yreen 
siyns at each inter- 
section and nent to each staircase that point to the uarious 
important ship areas. 

When you meet up with Admiral morrison, he congrat- 
ulates you on the uideo data your suit has collected inside 
the mountain. The admiral and Helena yet in an aryument 
about the best way to handle the Aliens, but before it can be 
resolued, CDC loses contact with another carrier in the fleet 
and morrison orders eueryone from the room. 


OVERVI ^LxJ 


crc^osTYTTJTic^ri Frion -rue Fien^minc; PL.(en hordg 

You haue finally made it offths island. You rendezvous with Admiral m orris on Bind get the low down on the 
Nauy's intentions: They plan to destroy the island and all its otherworldly inhabitants with a nuclear strike. Dr. 
Helena Rosenthal uehemently disagrees to no auail. The nuclear strike fails terribly. It accidentally incroasos 
the Aliens' strength, and they launch an all-out counterattack. You must defend the ship ayainst seueral threats 
before squaring off against the deadliest Alien foe yet. 


V 

03^ie:<=Ti\/e:s 

1 

01. Proceed to CDC 

OB. Disable the Circuit Breakers 

11. Destroy the Alien 

02. Proceed to the Armory 

D7. Shut Down the Reactor 

Enoskeleton 

D3. Proceed to the Bridge 

OB. Lower Control Rods 

12. Get to the UTOL 

04. Defend the Flight Deck 
D5. Locate the Chief Engineer 

09. Return to the Flight Deck 

10. Go to the Armorg 

13. Defeat the Alien Warship 


Objective 01: Proceed to COC 


inside the ship, listen to the crew's helpful directions 
or look for the signs posted at every intersection. 


Objective 02: Proceed to the Armory 


Speed Strength 
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Object 
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to nrmory 




£l 




"What euactly are you guys 
doing to me?" 

— Nomad 


Follow the signs until you wind around to the armory. Inside, scientists work 
on Prophet and the strange alien weapon he's recouered. After Psycho argues 
with Prophet about returning to the island, climb into the diagnostic chair so that 
Helena can upgrade your suit with a deuice that can transmit a special signal 
pattern that causes the Aliens to draw too much power and ouerload their circuits. 
Watch for a crew member to bring in the TAC Cannon — which you can't pick up 
yet! — and then head to the bridge to speak with Admiral morrison again. 


(P)> 
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to Bridge 


Objective 03: Proceed to the Bridge 
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"The Pentagon has authorized 
the use of nuclear force." 

— Admiral Morrison 


Emt the armory and follow the signs in the corridor and up the stairs to the 
bridge/flight deck. The military has decided on a nuclear strike against the 
island, but before Admiral morrison can giue the go-ahead. Prophet steals a UTOL 
and zooms back to the island. The admiral insists on nuking the island any wag, and 
the strike hits the Aliens moments later. It not only fails, it actually increases the 
Aliens- 1 strength just as Helena had predicted. The Aliens launch a major offensiue at 
the USS Constitution. 


Objective 04: Oefend the Flight Beck 


"Shahe it off. Nomad. This 
whole ship's going to hell in a 
hand bashet." 

— Admiral Morrison 


Continue to the bottom leuel and look for 
another mangled doorto the south. Strength 
Punch this door and head south through the fire- 
filled neut room. In the room with the two dead 
crewmembers on the floor, turn east. You should 
see the open hatch leading out onto the flight 
deck. 


4 4 

Cloak Object 

040. Decking the Aliens 


w 

Armor 


»> $ 
Speed Strength 
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The Alien 
attack briefly 
knocks you uncon- 
scious, and as you 
get to gour feet. 
Admiral morrison 
orders gou out 
with the troops to 
defend the ship. 

You currentlg haue 
o weapons, so grab the pistol on the table and look for the 
oorto the north that J s been mangled from an explosion. 

Strength Punch the door and continue into the nent 
corridor. Keep going until gou reach the room with the dead 
officer sprawled on the ground. Retrieue the Gauss Rifle from 
the table on the right side as gou enter the room. 

Now look for the stairs. To reach the flight deck, keep 
descending each staircase gou find. Two leuels down, 
gou should find the minigun on the landing nent to dead 
crewmen. Don J t forget the minigun ammo near the gun in the 
shadows. 


{©) 




As gou enit the 
hatch onto the 
flight deck 
©, gou J re just in 
time to see a UTDL 
attempt to take 
off and get shot 
down bg the enemg 
Aliens. All hell has 
broken loose on the 
deck, and although other militarg personnel are scattered 
about, it J s clearlg up to gou to put an end to the first prong 
of the Alien inuasion. 




m 


Amnio is precious on the ship! The flying Aliens are 
very quick and maneuverable, so opt for the gun you 
feel most accurate with. Don J t waste shots unless 
j^you have an Alien dead to rights. j 

Bg this point, gou should haue at least two Aliens in sight, 
maintain couer wheneuertheg haue a bead on gou, then dart 
out to gour nent couer spot after theg pass bg ouerhead. 

From Wagpoint ®, switch to Speed [or Armor if enemg fire 
starts hitting gour area], step out to gour right and search 
the area near the burning fighter jet for additional Gauss 
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Continue dropping 
Aliens from your 
© position. If the 
Aliens get line 
of fire on you, 
just switch to 
Speed and bolt 
for another couer 
spot. Euentually, 

Admiral morrison 
announces that the attach has ceased [for now). Unfortu- 
nate^ you haue bigger problems to deal with below decks. 
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Strength 






Object 
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04B. sidesuiipino the Allens 


Y 

The deck 
offers 
other 
couer 
spots 

from which 
to deal with 
the Aliens. Begin 
from © [or © if you need ammo] and run east to the 
construction uehicle ©. The uehicle J s tall frame protects 
you from most strafing fire, and you can maneuuer around 
it easily if you need to place it between you and an 


enemy. 


^JIRIIIIIG 


Watch out for the red explosive barrels near the u 
construction uehicle and elsewhere on deck 
Stray gunfire can ignite the barrels and cause 


(^unexpected damage. 


Continue east along the wreckage © and pick your 
spots to return fire at the flying Aliens. If you think it J s too 
risky, forget firing for now and continue on with Speed. 

At this point, it J s more important that your suit auoids 
damage, than nailing the Aliens. 

As you near 
the edge of the 
ship heading 
southeast, look 
for a catwalk that 
lines the deck ©. 

You can drop down 
onto this catwalk 
and use the lip of 
the deck as couer 
from the Aliens attacking the main deck section, moue 
back and forth, north to south, on the catwalk to auoid 
detection, and rely on Cloaking to giue an Alien the slip if 
you J re spotted. Strength Jump up to the deck if you want to 
leaue at any point. 


Ammo and a pair of missile Launchers ©. Unload with the 
Gauss Rifle if you like, but saue the missile Launchers for 
later. These Aliens moue too quickly to get a reliable lock on 
them unless you stand still for a long time, and that makes 
you a fairly big target. Return to this area if you need to 
reload. 


Grab your ammo 
quickly and Speed 
for the fighter jets 
parked on the deck 
ahead and to your 
right ©. Use the 
jets J bodies and 
wings as couer 
as you return fire 
on the Aliens. 

Gepending on how many you J ue squelched by now, you may 
haue seueral bogies cruising the skies for you. 

You probably need more couer. Break into a run at full 
Speed across the deck and hide behind the raised metal 
couer at ©. This is the best couer spot on the deck. 
Bepending on which side the Aliens are on, you haue a full 
wall to shield you. most of the action takes place nearthe 
control tower, so your back should be the south side. If 
an Alien flies ouer the metal couer, target that Alien [using 
Strength to steady your aim] and drop it before its brethren 
can double-team you. 


Objective 05: tocete the chief Engineer 
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To the Chief Engineer 


r 

i 

if 

■* 

.&■ * ■ 

"V 




1 T 


h 1 

k 


— 1 

A 


UJhen the 
admiral 
explains that 
the ship J s 
nuclear reactor 
is ouerheating 
and giues the 
word to find the 
chief engineer, 
head to the deck 
eleuator at the third fighter jet [just south of ©]. Enter the 


'If you got in trouble, lot mo know." 

— Dr. Helena Rosenthal 

"l J m always in trouble." 

— Nomad 

small corridor at 
the bottom of the 
eleuator shaft 
and step into the 
nent room. Walk 
southeast to an 
open hatch with a 
smaller eleuator. 

Jump down in here. 

The floor buckles a 
little and it drops you into a passage with water up to your 
knees, but otherwise you and your suit are fine. 









Continue 
into the 
nent room 
and turn 
left. A dead 
marine lies on a 
table with some 
weaponry and 
ammunition. Stock 
up on euerything 
you can: Shotgun 
Shotgun ammo. 

Pistol, SCAR ammo, 
minigun ammo and 
Rifle Grenades. 

Replace one of your 
weapons with the 
Shotgun [probably 
the minigun]. The 
upcoming, close- 
combat battles will go better if you J re armed with the 
Shotgun. 


Emt uia the large bay doors to the north. Walk around 
the bend to the northeast and then face the northern 
corridor again [shown here]. Take a few steps forward, then 
immediately back-peddle as soon as you see an explosion 
erupt down at the far end. The bang singes your eyebrows, 
but you won J t take any damage if you retreat. When the 


enplosion dissipates, turn Speed on and run to the end of 
the corridor. The hot steam jutting out of the pipe near the 
end will cause damage so run through this area quickly. 

Enter into the nent room where a crewmember falls from 
the upper leuel and ends up dead in the water at yourfeet. 
Now you can hear the sounds of battle all around you. 
Continue to the door on the opposite end and Strength Punch 
it open. 



You J re now in a 
small dark room. 
Cross to the 
opposite door and 
Strength Punch 
it open. You J ue 
reached the chief 
engineers room, 
which is guarded 
by a handful of 
soldiers, one of 
whom greets you at 
the doorway. Head 
to the northern end 
and walk up the 
stairs to the chief 
engineer standing 
on the landing. 



Objectiue 06: Disable the Circuit Breakers 
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"HBad over to tho reactor room and 
initiate the scfM/n sequence 

— Chief Engineer 



The chief engineer enplains that the first step in shutting down the 
ouerheating nuclear reactor is to disable the circuit breakers. He opens the 
blue doorto your right and stays in contact with you uia the intercom. 

In the nent room, pass by the mangled door marked with the sign that says 
rr Turbines JJ and circle around to the descending staircase. Enterthe doorthat says 
rr Enchange Room. JJ Turn left and wade through the waterto the room's northern 
section. A platform in the corner aboue the water holds the circuit breaker bon. Look 
for the flashing red light and access the bon to turn it off. 





Objectiue 07: Shut Down the Reactor 
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"I thinh it's worhing." 

— Nomad 

"Don't sound so surprised. I 
told you it'd worli." 

— Dr. Helena Rosenthal 


Retrace your steps down the stairs 
and moue under the circuit breaker 
platform. Take the corridor in the northeast 
corner to emt the room. Beware of the 
loose electric wires that can touch the 
sloshing water. Yoli'U get stung for damage 
if you linger here. 

Continue north until you reach a steamy 
room. Switch to Speed and race to the end 
of the roomj otherwise, the steam blast 
from the pipe running along the ceiling deals you moderate damage. 


\ 
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Objective OB: Lower Control Rods 
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"It's do or die. Lieutenant. Vou need 
to bottom those control rods." 

— Chief Engineer 


Armor Speed Strength Cloak 

Avoid the meltdown 

JL If only it were as simple as pushing the 
red button. As you attempt to shut down 
the reactor, four Aliens crash into the reactor 
room and begin siphoning energy off the core. 

Helena tries her secret weapon signal against 
the Aliens, and it ouerloads their systems. The 
Aliens crash and thrash and euentually heel 
ouer without you firing a shot. 

Vou aren J t home free yet. Three of the core 
rods get stuck, and the whole thing will melt 
down unless you manually push each rod down. The radiation inside the core chamber, howeuer, will hill you in seconds. Switch to 
Speed and rush into the reactor room and push down one rod at a time. If you try to do more than one, you J ll succumb to the radiation. 
Vou must use Strength to push down the rods. Rush out of the reactor room after each rod to recouer health. Then repeat until all three 
rods are down. Alternately, you could enter using Armor, so that you intially only tahe Energy Bar damage rather than health. 


Objective 00: Return to the Flight Deck 
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to the Flight Deck 


After you shut 
down the 
reactor, Admiral 
morrison orders you 
bach up to the flight 
deck. The Aliens are 
ouerrunning the ship, 
and the crew needs 
yourfirepowerto 
repel the inuaders. 

Retrace your steps 
bach out of the 
reactor control room 
and through the 
door opposite the 
ladder you climbed 
up to get into the 
uents [the door was 
preuiously closed]. 
Leaue the control 
area and enter the flooded turbine room. Be careful not to wade 
through the water or you J ll tahe damage from the electrical 
wires dangling in the water. Instead, leap from your ledge to the 
top of the turbine and then ouerto the left staircase. Strength 
Punch through the door in the southeast corner, then through the 
neut door ahead. Vou are now bach nent to the stairwell aboue 
the exchange room and the doorto your right leads bach to the 
chief engineer. 


"There's something up 
here. Something big." 

— Admiral morrison 

An enplosion rochs the room with chief engineer and hills 
all the men on the lower leuel. Slide by them into the nent 
room. 

Prepare for a fight here. Use your Flashlight or Night Uision to 
improue your chances. Three Aliens circle the munitions; one of 
them usually guards the ammo eleuator across the room. Vou 
want to reach the eleuator, so step off into an alcoue between 
pallets and ambush the closest Alien with the weapon of your 
choice. If your trigger finger is quick enough, you can defend 
this position without getting more than a scratch. 

When all three Aliens are down, grab the Gauss ammo on the 
pallet to your right and hop in the ammo eleuator. 

Face east and wait 
forthe eleuatorto 
stop at a hangar 
bay with an Alien 
Scout crashed into 
the wall. This must 
be the Scout Psycho 
brought aboard! Fiue 
or sin Aliens patrol 
this nent room, 

houering along the walls or hiding in the ceiling struts. Vou can 
auoid combat by Cloaking and sliding along the western wall 
to the emt in the northwest corner, but remember to moue from 
couerto couer and allow your Cloak energy to recharge. 
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In the nent room. Strength Jump up through the hole in the wall. Vou J ue 
reached the lower leuel of the control room. Climb up the ladder on your 
left to reach the ceiling ducts. Follow the path until it drops you into the 
control room area. Proceed past the dead operator into the second room 
and press the red button in the center of the console. 
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When the last Aliens fall, collect whateuer SCAR ammo. 
Shotgun ammo and Pistol ammo you can from the fallen 
soldiers and on the crates near their defensiue position. You 
can euen pick up a spare missile Launcher here if you need 
one. Emt in the northeast corner. 


Strength Punch 
through another 
door and follow 
the corridor out 
to a balcony 
ouerlooking the 
sea. You watch 
something huge 
under the water rip 
apart an allied ship 
nearby. Not a good sign. 

Enter the nent room 
with the stairwell. 

Ready your weapon 
as an Alien busts 
through the wall 
in front of you near 
the stairs. Trigger 
off enough shots to 
shred the single foe 
[but not so many 
that you waste bullets]. 

When you hit the stairs, the admiral announces that 
the Aliens haue taken ouerthe ship and eueryone should 
euacuate immediately. Helena and Psycho also are taking 
off on a UTQL. From this point, you will achieue Objectiue 10 
on the way to finishing off Objectiue 9. 


Objectiue 10: Go to the Armory 


"Nomad, the flight dech's overrun. We 
need to get off this ship. Hurrg!" 

— Dr. Helena Rosenthal 


Retrieue theme cannon 

JL climb the 
stairs from 
the balcony 
ouerlooking the 
sea and proceed 
through the open 
door at the top of 
the stairs. You hear 
soldiers ripping off 
shots at Aliens. 

and you see their shadows at the intersection 
ahead. In the distance, straight ahead, you see an Alien 
sneaking up on them. Onload half a clip into the Alien before 
it can reach the unsuspecting soldiers. 

Turn left at the intersection and follow the signs for the 
armory. Before the second armory sign, check that you 
haue a full clip ready and stand in the doorway. Three 
Aliens swarm the room, and you can use the doorway as 
a chokepoint to funnel the Aliens at you one by one. Keep 
firing until all three are dead. 


Cross the back of the armory and retrieue the TAC Cannon 
from its glass bon. You can J t use it inside the shipj saue it 
for your bigger battle on the flight deck later. 


Return to the inter- 
section where 
you left the two 
soldiers and hop 
ouerthe debris 
blocking the 
corridor where you 
shot down the 
sneaking Alien. 

Continue west into 
the office with the burning sofas. Cross the room to the emt 
in the opposite corner and watch for a lone Alien in the nent 
corridor. 


If you want a good fight, fire at the closest Alien with 
the minigun or an up-close Shotgun blast. You can also 
blast the red barrel in front of the eleuatorand enplode it 
as an Alien ortwo passes by. In the ensuing chaos, dodge 
around the pallets and search fortargets around the room. 
Watch that enemies don J t surprise you by dropping on you 
t from the ceiling. 


DDUISORV 


1 


You can auoid many of the Alien fights by Cloaking 
and racing through to the flight deck at top speed. 

When the dust settles, moue to the center of the room 
at the Support Trucks. Retrieue the Shotgun, Frag Grenades, 
and, optionally, the SCAR Rifle and SCAR ammo if you want to 
switch to that weapon. 

I Look for the 
rr Hangar 2 JJ sign 
and slow down 
when you hear the 
sounds of gunfire 
and screaming 
Aliens. Crew 
members battle 
more Aliens in the 

large hangar area 

on your right. You can opt to Cloak and bypass the area by 
heading directly for the emt in the opposite corner, or you 
can defend the men. If you choose to defend, take up a 
position where you can ambush the Aliens from the side as 
they direct their attention on the other men. If one turns its 
attention on you. Cloak and moue or unload a clip [or point- 
blank Shotgun blast] into the aggressor. 







Follow the signs toward the 
bridge through the corridors and 
up the stairs. Strength Punch the 
two mangled doors in gour wag. 

At the second, gou arriue a few 
seconds too late to preuent an 
Alien from running Admiral Morrison 
through. Finish off the Alien, then pick 
up the SCAR ammo at the feet of the 
fallen soldiers — these were morrison J s elite 
bodgguardsj their SCARs haue mounted Grenade Launchers and other augmentations. Don J t go up the stairs. Enit through the open 
doorway, pick up Gauss Rifle ammo in the neat room and then enit to the flight deck through the door on gour left in the third room. 

Objective i l: Destroy the Alien EHoekeieton 

"Vou're gonna hauo to 
hill it Nomad." 

— Psycho 

"How'd I know you were 
going to say that." 

— Nomad 


^mm 


If you're frozen, break free by shakiny 0 
back and forth. 
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llA. Executing the Enoskeleton 

JL When gou 
leaue the 

flight deck doorwag 
prepare forthe 
battle of gour life. 

Stock up on ammo 
if gou need it © 
and then take couer 
behind the biggest 
pile of debris gou 
can find ©. 

The Alien 
Enoskeleton is 
loaded with offense. 

It brings along flging 
Alien friends that 
will hassle gou 
from all flanks. Its 
long tentacles can 
grab and throw gou, 
so stag clear of its 
long reach. Euerg 
so often it fires its 
Singularitg Cannon, 
which detonates 
in a 20-foot radius. 

Also, when the thing 
powers up and an 
eerie blue-white 
glow illuminates 
its rr mouth JJ area, 

watch out for its massiue rreeze oeam. 


r 


Before gou think 
about offense, take 
care of the little 
gugs. All those 
Aliens flging around 
the Enoskeleton 
proue more than 
peskg if gou giue 
them space. Pick 
them off one bg one 
when gou see them. Be patient. lt J s better to stag shielded 
from the Enoskeleton and deal with the flging Aliens first so 
gou can haue a clear run at the Enoskeleton. 


ADUISORV 


Crouch behind couer on the dech. You don't want Pi 
any part of your body stichiny out so the Euosheleton 
can loch on. 


Just after the 
Enoskeleton has 
blasted its freeze rag 
or lost sight of gou, 
moueto the edge of 
gour debris couer, 
turn on Speed and 
rush underthe beast 
©. Fire the Gauss 
Rifle at close range. 
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unload a 
clip, and 
click off a 
missile — hit it 
in its underbelly 
with whateuer 
you haue handy, 
irs yoiny to take a 
lot offirepowerto 
bring it down — your 
missile Launcher or minigun will be the most effectiue. 

Run under the 
creature and 
continue to the 
raised metal couer 
that you used 
earlier to battle the 
first waue of Aliens 
©. Again, this spot 
offers the best 
protection against 
the thing J s deadly blast and crushing tentacles. When you 
are fully recouered and there are no flying Aliens strafing 
gou, repeat the attack pattern back to the debris pile near 
the flight deck entrance. You can also assault it from 
uarious other strategic couer spots around the deck [see the 
O locations]. 





Should one of the 
Aliens hurt you 
below 50 percent 
of your health, 
immediately Cloak 
and slide off to 
the side. If no 
one fires at you, 
stay Cloaked and 
regenerate back to 
full health before 
choosing your neut 
attack pattern. 




Continue assaulting 
the Enoskeleton 
with rushes under 
its belly. If the 
thing manages to 
grab you, blast it 
with the Gauss 
Rifle once or twice. 
Keep on the moue 
at all times unless 
you are regen- 
erating behind 
couer. After a few 
runs, you should 
see the creature 
start to smoke, and 
after a dozen or so 
attacks, it finally 
drops to the deck. 




Objective 12: Get In the VTOL 
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' leave me! Get out of here now!" 

— Nomad 


JL when the Enoskeleton falls, Psycho and Helena contact you in the UTQL. They 
plan to pick you up, so head to the east where a small landing juts out from 
the ship's edge. If any flying Aliens continue to shoot at you, Speed Sprint toward 
the UTQL. 

Unfortunately, they can't rescue you at this time. A giant Alien Warship rises out 
of the sea behind theme and you haue another battle on your hands. 


W 
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Objective 13: Oefeatthe Alien Ularship 
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JL The giant 

Alien UJarship 
mag mahe a large 
target but it J s 
inuincible unless 
geu hit it in just the 
I right spots with 
the right weaponrg. 
Use the same couer 

spots as gou used 

against the Alien Enosheleton, onlg this time gou face east 
so all of gour attach patterns are at 90-degree angle to what 
theg were preuiouslg. You don J t want to mahe runs at itj it J s 
best to stag in couer and fire from range on this one. Listen 
to audio clues from Helena as the UTOL helps gou tahe down 
this monster. 


I 


ADUISORV 




The first step is 
to remoue its 


I main weaponrg. 
ifl I The Warship has 

four cannons in 

•, a roughly sguare 

pattern around its 
J central structure. 

^ j Theg are high Lg 

defensiue when 

shut, but when gou see a cannon glow purple and open up, 
launch a missile or Gauss Rifle shot into the cannon hole. 
One successful shot can destrog the cannon. Repeat this 
until the Warship J s four cannons haue been eliminated. 


f^Here are some strategies to keep in mind during this 

final conflct: 

■ Smaller Aliens distract gou with strafing runs. 
Take these out when gou can, though irs not 
imperative if gou haue a chance of a lock onto 
the Warship with your TAC Cannon. Howeuer, 
taking these Aliens out now might saue gou 
trouble later on. 

■ If gou fall into the holes that Utter the deck, 
gou J U die. memorize their locations so gou can 
auoid them during the heat of battle. 

• Keep a cool head during the fight. There are 
caches of Gauss rounds, minigun amnio, and 
missile Launchers scattered about — remember 
to restock if gou need to. 


" Whoa i, sh- they'ue 
brought out the big guns!" 

— Psgcho 


E The UTOL 

1 interferes with the 
HI Warship's shielding 
so that gou can 
I draw a bead on its 
I laser weapon on 
: I each rr arm. JJ Switch 

, t e I to the TAC Cannon 
IBM and aim at the 
left arm [the one 
the UTOL houered 
nent to seconds 
before). Hold 
steadg as the TAC 
Cannon lochs onto 

^ the target then 

fire a mini-nuhe to 
destrog the arm. 
Repeat for the 

second arm after 

Helena giues the word. Alien Scouts will continue attaching 
[if gou hauen J t tahen them out alreadg). Bring them down if 
gou caw allowing Helena to bring down the shields faster. 

Without its main 
weapons, the 
Warship diues 
on the ship. 

With the weight 
of the creature 
on its dech, the 
USS Constitution 
starts going 
down now, and 
there J s not much gou can do for it. 

You can hill the Warship, howeuer, before gou get off the 
ship. First neutralize the automatic cannons on the underside 
of the Warship. You will face constant attach bg Alien 
Troopers — as gou hill each waue, a new waue is released. 
Trg hilling all but one so goou can focus on gour main target: 
with the Gauss Rifle or a missile Launcher, blast the doors 
off its underbelly and enpose its glowing power source. 
Before it can retaliate, fire one last nuhe with the TAC Cannon 
and splinterthe monster into a million pieces. 

As the Alien 
Warship dies, gou 
mahe a daring 
run for the UTOL 
and escape with 
Psgcho and Helena. 

Both ships are 
finished, and 
Psgcho informs gou 
that an allied fleet 
is on its wag to pich gou up. Before gou can relan, howeuer, 
gou pich up Prophet's signal. He's still aliue, gou hnow how 
to defeat the Aliens now, so it's time to return to the island. 
The Alien threat still emsts, and the frozen island mag be but 
the tip of the iceberg. If humanitg is to haue a chance, onlg 
gou can stop the Aliens once and for all. 
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HCTlOn 

Contribution Prestige 

Action Points Gained Points Gained 


An enplosion rocks the bunker behind 
you. Bullets zing by and pelt the dirt 
wall of the trench as you crawl for a 
discarded SfAG. You can hearthe roar of 
enemy tanks crowding around you. 

Are you smack-dab in the middle of 
another island mission? Not enactly. 

Welcome to multiplayer Crysis, where 
you feel the adrenaline rush of combat 
against other human player not just 

against Als and Aliens. In multiplayer action you still get to test the limits of your Nanosuit — you just get to test it against 
dozens of other Nanosuits fighting back. Forget about gour rr solo JJ missions for now. lt J s time for a whole new wag to 
enperience the battlefield. 


Instant Action and Power Struggle 


4 
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When you join a multiplayer game, you haue the choice of 
entering the "Instant Action JJ arena or a "Power Struggle JJ 
game. Instant Action drops gou into a map designed for 
one-on-one plag, where gou can blast awag at opponents to 
gourfinger J s content then wipe the slate clean and start all 
ouer again on a new map if gou like. You J ll enjog Instant Action 
if gou want to run-and-gun for a little bit and then change it up 
on another map as soon as the game ends. 

If you choose Power Struggle mode, enpect longer games that relg on team tactics. Power Struggle reguires a lot of team 
coordination as gou work as a unit to ouertake objectiues and ultimatelg destrog the enemg J s home base. 


msmnT ncrrion mps 

■ Steel mill 
» Quarrg 

■ Armada 

■ Outpost 


RCXJGR STRUGGLE fHRRS 

■ Shore 

■ Beach 

■ Befinery 

■ Plantation 

■ mesa 


In Power Struggle 
games, killing 
other plagers 
and completing 
objectiues earns 
gou prestige points. 

You spend prestige 
on weapons, 
add-ons, eguipment 
or kit setups. The 
more prestige, the more armament gou carrg into battle. 

You begin with 100 prestige points as a Priuate, and the 
standard setup that giues gou the best chance at suruiual 
is the smG and one Frag Grenade. You can also opt for the 
Shotgun, entra ammo and a Frag Grenade [or two Frags and 
no entra ammo]; howeuer, this reguires that gou get into 
point-blank range with gour opponents, which means a lot of 
stealth on gour part. 


Aduance to 
Corporal to begin 
with 2BB prestige 
each spawn. At 
Sergeant and 3BB 
prestige points per 
spawn, you can 
really arm yourself 
to tackle players 
and uehicles. 

Plunk down 2BB prestige for a missile Launcher, and gou 
still haue IBB left to eguip as gou would a Priuate. You J ll be 
uerg happg the first time gou stumble into an enemg tank. 
Beuiew the charts on this page for gour starting rank ualues 
and how gour actions can earn the greatest amount of 
contribution and prestige points. 


Bepair [per tick] 

5 

5 

Pick Lock 

5 

5B 

Standard Kill 

5 

IBB 

Auto Turret Kill 

IB 

IBB 

Taq Enemy 

— 

5 

Befendinq 

— 

5—1 B 

Bisarm 

— 

2B 

melee 

— 

5B 

Headshot 

— 

5B 

Suicide 

— 

B 

Team Kill 

— 

-2BB 


OBjeCTIVe ROJRRDS 

Structure 

Prestige Points 
[Capture) 

Prestige Points 
(Defend) 

Beinforcement Bunker 

IBB 

5 

Small Enerqq Site 

IBB 

5 

Large Energy Site 

25B 

IB 

Small Prototype Factory 

25B 

IB 

Large Prototype Factory 

25B 

IB 

Naual Facility 

25B 

IB 

Small Uehicle Factory 

25B 

IB 

War Factory 

25B 

IB 

Auiation Facility 

25B 

IB 
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Rank 

Spawn 

Bonus 

Contribution 
Points to Qualifg 

Server 

Limit 

Priuate 

IBB 

B 

B 

Corporal 

2BB 

15 

IB 

Serqeant 

3BB 

4B 

8 

Lieutenant 

4BB 

12B 

B 

Captain 

5BB 

22B 

4 

major 

BBB 

32B 

3 

Colonel 

75B 

475 

2 

General 

1,GGG 

B5B 

1 
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Private 

Corporal 

Sergeant 

Lieutenant 

Captain 

major 

Colonel 

General 

Private 

100 

no 

130 

130 

140 

150 

1 B0 

170 

Corporal 

90 

100 

no 

130 

130 

140 

150 

1 B0 

Sergeant 

80 

90 

100 

no 

130 

130 

140 

150 

Lieutenant 

70 

80 

80 

100 

no 

130 

130 

140 

Captain 

BO 

70 

80 

90 

100 

no 

130 

130 

major 

50 

B0 

70 

80 

90 

100 

no 

130 

Colonel 

40 

50 

B0 

70 

80 

90 

100 

no 

General 

30 

40 

50 

B0 

70 

80 

90 

100 


Weapons, Vehicles and Equipment 



If you play through the single-player game, 
you get an idea how most of the game J s 
equipment work, but there are some 
surprises, such as damage uariations and 
weapons/uehicles that are only auailable 
in multiplayer. Reuiew the following two 
charts to see how yourfauorite weapons 
and euplosiues differ in Crysis multiplayer. 
In most cases, the multiplayer uersion 
deals less damage than its single-player 


counterpart encept for the old, reliable missile Launcher, which deals 3QQ health in both incarnations. Note that some items 
are for multiplayer only. 


nuuTipunveR uenpons 


DSG1 

man Ammo 

30 rounds 

40 rounds 

Onaimed Accuracy 

Good 

Good 

Effectiue Ranqe [sinqle shotl 

< 300 m. 

< 335 m. 

Damaqe 

380 health 

135 health 

Fists 

Damage 

80 health 

75 health 

FV71 

man Ammo 

300 rounds 

130 rounds 

Onaimed Accuracy 

moderate 

Good 

Effectiue Range [single shot] 

< 100 m. 

< 135 m. 

Damage 

53 health 

33 health 

Gauss Rifle 

man Ammo 

30 rounds 

30 rounds 

Onaimed Accuracy 

Good 

Good 

Effectiue Ranqe [sinqle shotl 

< 350 m. 

< 375 m. 

Damaqe 

500 health 

350 health 

minigun 

man Ammo 

500 rounds 

1,000 rounds 

Onaimed Accuracy 

moderate 

Good 

Effectiue Ranqe [sinqle shotl 

< 50 m. 

< 75 m. 

Damaqe 

90 health per 5 shots 

40 health per 5 shots 

missile Launcher 

man Ammo 

Only one launcher at a time 

Only one launcher at a time 

Onaimed Accuracy 

Good 

Good 

Effectiue Range [single shot] 

< 300 m. 

< 300 m. 

Damage 

300 health 

300 health 

monc 

man Ammo 

— 

— 

Onaimed Accuracy 

moderate 

Good 

Effectiue Range [single shot] 

< 50 m. 

< 75 m. 

Damage 

150 health 

35 health 

mOAR Attachment 

man Ammo 

— 

— 

Onaimed Accuracy 

— 

Good 

Effectiue Ranqe [sinqle shotl 

— 

< 50 m. 

Damaqe 

— 

Freezes uehicles and players 

Pistol / Dual Pistols 

man Ammo 

300 rounds 

1 BO rounds 

Onaimed Accuracy 

moderate 

Good 

Effectiue Ranqe [sinqle shotl 

< 50 m. / < 35 m. 

< 75 m. / < 50 m. 

Damaqe 

45 health 

30 health 

SCAR 

man Ammo 

380 rounds 

130 rounds 

Onaimed Accuracy 

Good 

Good 

Effectiue Range [single shot] 

< 150 m. 

< 175 m. 

Damage 

75 health 

3B health 







(MS 
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nuuTiPuaveR uenpons 


Shotgun 

man Ammo 

4D shells 

64 shells 

Unaimed Accuracy 

Poor 

Poor 

Effectiue Range [single shot] 

< 25 m. 

< 50 m. 

Damage 

Uariable based on range 

Uariable based on range 

SMG 

man Ammo 

3D0 rounds 

150 rounds 

Unaimed Accuracy 

moderate 

moderate 

Effectiue Ranqe [single shotl 

< 50 m. 

< 75 m. 

Damage 

45 health 

20 health 


nuuTiPunveR explosives 


Anti-Uehicle mine (AU mine] 

man Ammo 


2 mines 

Damaqe 

— 

1,000 health 

Explosion Radius 

— 

6 m. 

C4 Explosive Charge 

man Ammo 

4 charges 

2 charges 

Damage 

1,000 health 

1,000 health 

Enplosion Radius 

12 m. 

12 m. 

Clagmore 

man Ammo 

— 

2 claymores 

Damaqe 

— 

290 health 

Explosion Radius 

— 

8 m. 

Flashbang 

man Ammo 

10 qrenades 

2 qrenades 

Damaqe 

0 health 

0 health 

Euplosion Radius 

ID m. flash 

10 m. flash 

Frag Grenade 

man Ammo 

10 qrenades 

3 grenades 

Damaqe 

250 health 

25D health 

Explosion Radius 

15 m. 

15 m. 

Grenade Launcher 

man Ammo 

10 qrenades 

10 qrenades 

Damaqe 

250 health 

150 health 

Euplosion Radius 

ID m. 

5 m. 

Incendiarg Ammunition 

man Ammo 

300 rounds 

1 2D rounds 

Damage 

130 health 

35 health 

Nano Disruptor Grenade 

man Ammo 

— 

1 grenade 

Damage 

— 

0 health 

Enplosion Radius 

— 

20 m. electromagnetic pulse 

Smoke Grenade 

man Ammo 

ID qrenades 

1 qrenade 

Damaqe 

0 health 

0 health 

Enplosion Radius 

5 m. smoke screen 

5 m. smoke screen 


When you gain more prestige, you J ll want to spend it on 
all the high-tech goodies auailable. Press [p] to access your 
options, but be sure to do this immediately after you spawn. 

If you run off without stocking up on your weaponry, you J ll be 
stuck with a single Pistol and will haue to rely on Cloaking and 
the occasional Strength Punch. If you haue enough presto 
you can buy weapons while dead and your new equipment 
will automatically appear once you J ue spawned in. 



The following 
charts giue you the 
cost breakdown for 
all of your items. 
Spend wisely. 


ueRPons costs 

Weapon 

cost 

Produced At 

Max 

Capacity 

Flashbang 

10 

Any Spawn Point/Factory 

2 

Smoke Grenade 

10 

Any Spawn Point/Factory 

1 

AU mine 

25 

Any Spawn Point/Factory 

3 


ueRPons costs 

Weapon 

cost 

Produced At 

man 

Capacity 

Claymore 

25 

Any Spawn Point/Factory 

3 

Frag Grenade 

25 

Any Spawn Point/Factory 

3 

Enplosiue Pack 

50 

Any Spawn Point/Factory 

2 

Double Pistols 

50 

Any Spawn Point/Factory 

2 

Nano Disruptor 

50 

Any Spawn Point/Factory 

1 

Shotgun 

50 

Any Spawn Point/Factory 

1 

smG 

75 

Any Spawn Point/Factory 

1 

mOAR 

attachment 

100 

Prototype Facility 

1 

FY7 1 

125 

Any Spawn Point/Factory 

1 

SCAR 

150 

Any Spawn Point/Factory 

1 

missile 

Launcher 

200 

Any Spawn Point/Factory 

1 

Precision Rifle 
[D5G1] 

200 

Any Spawn Point/Factory 

1 

minigun 

250 

Prototype Facility 

1 

moAC 

300 

Prototype Facility 

1 

Gauss Rifle 

BOO 

Any Spawn Point/Factory 

1 


i 
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eouipneriT costs 


maH 

EQUIPfYlENT Cost Produced At Capacity 


Night Uision 

10 

Ang Spawn Point/Factorg 

1 

Pistol Silencer 

10 

Ang Spawn Point/Factorg 

1 

Rifle Silencer 

10 

Ang Spawn Point/Factorg 

1 

lam 

25 

Ang Spawn Point/Factorg 

1 

Lochpich 

25 

Ang Spawn Point/Factorg 

1 

Parachute 

25 

Ang Spawn Point/Factorg 

1 

Reflen Sight 

25 

Ang Spawn Point/Factorg 

1 

Assault Scope 

50 

Ang Spawn Point/Factorg 

1 

Binoculars 

50 

Ang Spawn Point/Factorg 

1 

Grenade 

Launcher 

50 

Ang Spawn Point/Factorg 

1 

Incendiarg Clip 

50 

Ang Spawn Point/Factorg 

1 

Portable Radar 

50 

Ang Spawn Point/Factorg 

1 

Repair Kit 

50 

Ang Spawn Point/Factorg 

1 

Sniper Scope 

100 

Ang Spawn Point/Factorg 

1 


nnno costs 

Ammo 

Cost 

Produced At 

maH 

Capacity 

Sniper Ammo 

10 per 10 

Ang Spawn Point/ 
Factorg 

31 

Gauss Tank 
Slug 

100 per 
10 

Ang Factorg 
Seruice Zone 

10 [per 
uehicle] 

Tank Shell 

100 per 
10 

Ang Factorg 
Seruice Zone 

50 [per 
uehicle] 

APC Cannon 

100 per 
100 

Ang Factorg 
Seruice Zone 

300 [per 
uehicle] 

Helicopter 

Cannon 

100 per 
100 

Ang Factorg 
Seruice Zone 

1,000 [per 
uehicle] 

UT0L Cannon 

100 per 
100 

Ang Factorg 
Seruice Zone 

L000 [per 
uehicle] 

AAA Cannon 

100 per 
250 

Ang Factorg 
Seruice Zone 

1,000 [per 
uehicle] 

UTQL missile 

100 per 5 

Ang Factorg 
Seruice Zone 

12 [per 
uehicle] 

Helicopter 

missile 

100 per 7 

Ang Factorg 
Seruice Zone 

28 [per 
uehicle] 

Rifle Grenade 

20 per 1 

Ang Spawn Point/ 
Factorg 

11 

Singularitg 

Shell 

200 per 1 

Ang Factorg 
Seruice Zone 

10 [per 
uehicle] 

TAC Grenade 

200 per 1 

Ang Spawn Point/ 
Factorg 

4 

TflCTank 

Shell 

200 per 1 

Ang Factorg 
Seruice Zone 

3 [per 
uehicle] 

Default 

Bullets 

5 per 30 

Ang Spawn Point/ 
Factorg 

302 [FV7 1 
and SCAR] 

Light Bullet 

5 per 40 

Ang Spawn Point/ 
Factorg 

202 

Shotgun 

Shells 

5 per 8 

Ang Spawn Point/ 
Factorg 

88 

APC missile 

50 per 1 

Ang Factorg 
Seruice Zone 

8 [per 
uehicle] 

AAA missile 

50 per 2 

Ang Factorg 
Seruice Zone 

8 [per 
uehicle] 



onno costs 

Ammo 

cost 

Produced At 

maH 

Capacity 

Gauss Slugs 

50 per 5 

Ang Spawn Point/ 
Factorg 

25 

minigun 

Bullet 

50 per 
500 

Ang Spawn Point/ 
Factorg 

1500 

mounted mG 

— 

Ang Factorg 
Seruice Zone 

— 

Tank COflH 
Bullet 

— 

Ang Factorg 
Seruice Zone 

1,000 [per 
uehicle] 


VGHICUe COSTS 

Equipment 

Cost 

Production 

Time 

Produced At 

Small Boat 

0 

5 

Naual Facilitg 

Onarmed LTU 

0 

5 

Small Uehicle Factor 
UJar Factorg 

Onarmed Truck 

0 

5 

Small Uehicle Factor 
UJar Factorg 

Armed LTU 

50 

5 

Small Uehicle Factorg, 
UJar Factorg 

Houercraft 

100 

20 

Naual Facilitg 

Patrol Boat 

100 

5 

Naual Facilitg 

AAA Uehicle 

200 

7 

UJar Factorg 

Gauss LTU 

200 

10 

Small Uehicle Factor 
UJar Factorg 

Gauss Patrol 
Boat 

200 

10 

Naual facilitg 

mOAC LTU 

300 

20 

Prototgpe Facilitg 

APC 

350 

20 

UJar Factorg 

mOAR LTU 

350 

20 

Prototgpe Facilitg 

Spawn Truck 

350 

25 

Small Uehicle Factor 
UJar Factorg 

Helicopter 

400 

30 

Auiation Factorg 

Light Tank 

400 

30 

UJar Factorg 

Amphibious 

APC 

450 

20 

UJar Factorg 

Battle Tank 

450 

40 

UJar Factorg 

Gauss Tank 

BOO 

B0 

UJar Factorg 

UT0L 

BOO 

30 

Auiation Factorg 



enDGRne TGCHnouoGv costs 

Item 

Cost 

Production 

Time 

Produced At 

maH 

Capacity 

TAC Launcher 

500 

— 

Prototgpe 

Facilitg 

l 

TflCTank 

750 

B0 

Prototgpe 

Facilitg 

— 

Singularitg Tank 

800 

B0 

Prototgpe 

Facilitg 

— 


ff 
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Tactics and Ups 


Unless you loue the spawning queue, prepare to alter your tactics from single-player action. Go ahead and jump right into 
"Instant Action" or "Power Struggle" games, so long as you remember that there J s a small learning curue as you gain 
command of the new maps and playing styles. 


niuiaiis on die moue 


In single-player 
mode you can 
usually moue 
through an area 
methodically. 
Depending on your 
mission, you can 
leisurely recon the 
place, set up your 
battle tactics, and 
then call the shots 
when the time is 
right. In multiplayer, 
you won J t haue 
that time. 

Keep mouing 
at all times: The 
enemy will haue a 
hardertime painting 
a bull’s-eye on you. 
If the enemy is alert to your presence, euen if you want to 
line up the perfect shot, it J s better to fire on the run rather 
than rish a counterattack that could blast you to smith- 
ereens. And don J t forget about your Strength Jump — a single 
big leap can throw you up and out of enemy fire, ouer a wall 
or onto a roof where you can escape gunfire. 

Against a group 
of enemies or 
one particularly 
troublesome foe, 
circle and flank as 
you fire. Dancing 
around increases 
your suruiual odds 
and can set you up 
for a better angle 
on potential future foes. 


In cases where you J re attacking a guarded enemy 
position, teamwork preuails. Ratherthan go it alone, team 
up with one or a few allies and attack as an organized unit. A 
Cloaked ally with a Shotgun, for example, might flush a foe 
from couer as you take him out with a Precision Rifle. Couer 
fire can also distract the enemy while multiple allies swarm 
a position. If you haue to strike alone and you know the map 
well, try for an alternate angle that attacks from a side or 
rear facing position. 


Cloah and Dagger lor fistsl 


As preuiously 
mentioned, your 
energy recharges 
slowly in multi- 
player, so you 
won J t be able to 
stay in stealth 
mode long. 
Wheneuer you exit 
a doorway into an 
open area where 
enemies could be 
lurking, it is a good 
idea to Cloak. Euen 
if it J s only for a few 
seconds, it can 
preuent a foe from 
picking you up right 
away. On the flip 
side, your Cloak 
can slip you into an enemy building unseen forthe best 
possible attack angle. 

If you J re surrounded and need a breather, stand still 
Cloaked. You won J t drain energy quickly, and you can check 
your options. If you get fired upon, switch to Speed and 
make a dash for the nearest couer spot. 
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Suit Uariations 


Eueryone in multiplayer action has 
the same Nanosuit as your solo 
missions with certain exceptions. 

Learn these exceptions or you J ll find 
yourself on the unfortunate end of a rifle 
muzzle before you know it. 

The biggest change is your regeneration 
rate. The regen rate for your suit's power is 
much slower in multiplayer than in single- 
player. Plan accordingly. You can only use 
Cloaking for short bursts and only in key locations [such as exiting a building so no 
one can draw a bead on gou or infiltrating an enemy complex). To compensate, you 
may want to rely on Speed more often. You can trigger short Speed bursts that drain 
only a fraction of the powerthat Cloaking does, and these Speed bursts make it 
more difficult for enemies to lock on. 

Also, certain augmentations that you had on your single-player suit — namely 
Binoculars and Night Uision — must now be bought with prestige points. Earlg on in 
your career, prestige points will be precious and you must spend them on weaponry 
ouer add-ons. Learn to liue without them until you haue the luxury of purchasing 
them. 




Bait anil smirrh 

Two related tactics 
can bag you seme 
prestige points and 
driue the opposition 
crazy. First try a 
"bait" maneuuer. 

One player [Armor 
on] acts as bait for 
the trap. The bait 
character stands out 
in the open or under partial couer and pretends not to notice the 
incoming enemies. The rest of his team stays well hidden until 
the enemies come into range, then they all unleash with simul- 
taneous, ranged attacks to decimate the enemy. The "bait" 
charges at the most distracted enemy for good measure. 

With two or more players, you can run a "switch" routine 
on the enemy. One teammate who is low on health gets an 
opponent to follow him. The wounded player sprints away 
from the enemy and ducks around a large couer spot, like a 
boulder or corner wall. His teammate, ready with a full clip, 
lies in wait and pops out when the enemy least enpects it. 

memorize the map 

You had better 
know where euery 
factory, bridge, 
and spawn spot 
on the map is, or 
at the uery least 
you need to study 
your in-game map 
for the location of 






each of your main objectiues. Where can you find 
couer when a tank rounds the hill? What J s the 
most strategic rooftop from which to stage an 
ambush? If you don J t know it, you can bet your 
opponent does and will make you pay forthat 
mistake. 

Heard of camping? lt J s holding the best map 
spots. You need to know the fauorite camping spots 
so you can preuent others from getting there, or maybe 
enploit them yourself. The neut time you die suddenly from 
a sniper shot to the head, make a mental note that there J s a 
camping spot nearby. 

As you play, 
study all the 
objectiue points. 
When you figure 
them out, you can 
immediately take 
off toward your 
objectiue without 
wasting time. When 
you kill an enemy, 
you J ll also haue an idea about which direction the nent 
one might be coming from. Knowledge of the spawn points 
also helps you plan the best attack strategies and giues 
you a "sinth sense," as you can sometimes anticipate the 
enemy’s mouement. 


Power Struggle maps 

In Power Struggle, you can join either the United States [U.S.] or North Korean sides. Your ultimate goal is to destroy the 
enemy headquarters, which you achieue by storing up Alien energy and building uehicles and weapons of mass destruction 
to unleash on the enemy. Depending on which side you choose, yourteam tactics will uary. Always work with your squad 
leader and teammates, and adopt the following primary and secondary assault tactics if you haue time to plan. 




Heauij uehicle factory 


ent Bunher / 

\ / 


\ ' 


Mr factory 


The U.S. headquarters sits out on the 
carrier in the map J s northwest seaj 
the North Korean HQ lies in a base to 
the southeast. The riuer splits the 
map into two main areas, and to 
hold a strong defensiue oroffensiue 
line, you J ll need to operate on both 
sides of the riuer. 


Heauij ueliicle factory 
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united states Tactics 


Your team J s 
primary 
tactics 
[blue] inuolue 
splitting forces 
and committing 
to both sides of 
the riuer. From the 
carrier [Waypoint 
A], send one force 
tc 
tl 
tl 
a 
c 

fc 


to the Alien energy site [B] while the second group hits 
the reinforcement bunker and heauy uehicle factory to 
the southwest [C and D , respectiuely]. There shouldn J t be 
any resistance at the first Alien energy site, so that team 
continues on full speed to ouertake the bunker and naual 
factory [E and F, respectiuely]. 


From this point on, 
you J ll probably 
hit North Korean 
resistance. While 
the southwest 
team heads out 
to capture the 
second Alien 
energy site [G], the 
southeast team 
leaps ouerthe barbed wire fence of one compound and 
moues into the nent compound to seize the reinforcement 
bunker [H] and then the prototype factory [I]. If you can hold 
the reinforcement bunkers, you preuentthe North Koreans 
from re-spawning on top of you, which makes capturing the 
prototype factory easier. 

The southwest 
team should push 
forth for the nent 
reinforcement 
bunker [J] and the 
southeast team 
should moue 
forward for the third 
Alien energy site 
[K] as soon as the 
area is completely secure. Now you haue near total control 
of the map and can storm the North Korean HQ when your 
armaments pile up. 
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Race up the riuer 
to Waypoint G, 
where you can 
assault the heauy 
uehicle factory to 
your right or the 
HQ on your left. Be 
wary of the auto- 
turrets guarding 
the riuerside HP 
walls. You J ll need missile Launchers or uehicle support to 
punch through the defenses. Bart into the base through 
the crumbled wall up the hill southeast of Waypoint G or 
Strength Jump ouer a section of wall near a destroyed auto- 
turret. When your high-tech weapons come online, the road 
should already be paued for your uictory. 


north Korean Tactics 


From the North 
Korean base in the 
map J s southeast 
corner [A], split 
your forces in two: 
Gne group heads 
down the main road 
to the west and the 
second group beats 
feet up the dirt 

road to the north. The western team grabs the heauy uehicle 
factory [B] and the reinforcement bunker [C] uncontested. The 
northern team should haue enough time to reach the Alien 
energy site [B] without contest, too. 


The secondary 
tactics [green] 
take you down the 
southeast side of 
the riuer for a quick- 
strike assault on 
the North Korean 
headquarters. Stop 
by the Alien energy 
site [B] before 

mouing out for the reinforcement bunker [C], which will help 
you gather strength quicker at the later stages of the battle. 
Seize the prototype factory [B] as quickly as possible, then 
grab the second reinforcement bunker [E] and Alien energy 
site [F] as optional targets on your way. 


The western 
team hits another 
reinforcement 
bunker [E] nent. 
Enpect resistance 
at this point. The 
fiercest compe- 
tition happens as 
the northern team 








neauy uehicle Factory 

v \ 


/ us Barracks 

/ / 


The U.S. headquarters occupies the 
northwest plateauj the North Korean 
HP sits opposite it in the southeast 
region. Hills and slopes dot the 
mesa, so you J ll want to take full 
aduantage of the many tunnels and 
eleuated sniper points. 


United states Tactics [see map Oil next page) 

Your primary 
attack route [blue] 
will secure the 
prototype factory 
and the immediate 
surroundings. 

Split your forces, 
sending one team 
east and another 
larger team 

south. The eastern team splits again and heads for the 
reinforcement bunker in the center of the mesa [B] and the 
Alien energy site [C]. Both areas should be secured before 
the North Koreans arriue. 


The southern team 
leaps up to the 
plateau southeast 
of the main 
entrance. Continue 
south until you can 
see the prototype 
compound on your 
left and aim for 
the reinforcement 
bunker in the corner [□] . As the main team assaults the 
bunker, then the prototype factory [E], and then heauy 
uehicle factory [F], leaue one or two members behind with 
Precision Bifles and/or missile Launchers to snipe any 
incoming enemies. 


site [H] easily, or if some of theirforces should 
cross the riuer to support the team infiltrating 
the prototype factory. If you can hold these 
objectiues for seueral minutes, you J ll begin to 
gain the aduantage and can plan an attack on the 
U.S. HO. 

Your 

secondary 
attack route 
relies on a single 
force to take 
control of the 
map J s uehicle 
factories. Cross 
ouer to the heauy 
uehicle factory [B], 
then head northwest through the tunnel. Enit the tunnel and 
suruey your two objectiues: the reinforcement bunker [C] or 
the Alien energy site [□]. You want them bothj take the one 
that seems easierfirst, erring on the side of the bunker. 

When you haue control of the preuious objectiue points, 
attack en masse the second heauy uehicle factory [E] 
and the accompanying reinforcement bunker [Fj. With this 
compound secured, you control all the land uehicles. Start 
cranking out tanks to pound the U.S. troops and press on 
toward the prototype factory, moue onward with superior 
ground strength, ultimately controlling the island and 
aduancing on the U.S. carrier. 


assaults bunker [F] and prototype factory [G] . lt J s likely to 
be a bloodbath around the prototype factory. The western 
team should decide if they can take the second Alien energy 


BBSl 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 









Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


usikiesa 


MESA 


Once you weaken 
the U.S. resistance, 
leaue a force 
behind to guard 
the bunker and 
factories and send 
a smaller force 
to seize two Alien 
energy sites [E and 
F] . You can keep 
your forces fairly centralized with this attack pattern, which 
enables strong support and concentrated thrusts when your 
squad leader chooses a new target. 


After you 
secure the 
prototype 
compound, 
seize the neut 
Alien energy 
f site [G], or 
coordinate with 
the eastern team 
on defense or your 
neut big offensiue push. With two Alien energy sites and 
the prototype factory under your belt you haue the lunury 
of sitting back and adjusting to the North Koreans plan of 

<■ 

t 
t 






w 


Your secondary 
tactics [green] 
require you to seize 
all three Alien 
energy sites and 
depriue the North 
Koreans of the 
precious power. 
Eueryone heads 
east and splits 


to capture the Alien energy site [B] and the reinforcement 
bunker [C]. Continue mouing east and tackle the heaug 
uehicle factory [D] and reinforcement bunker [E]. Enpect North 
Korean resistance here, unless they J ue deployed around the 
prototype factory. 


Combine forces 
again and moue 
south to control 
the second Alien 
energy site [F]. Now 
it gets dangerous. 
Leaue some 
members behind to 
hold your defensiue 
flank and cut 

across the lake to the western tunnel leading to the third 
Alien energy site [G]. From the third Alien energy site, you 
can circle down to infiltrate the prototype compound when 
you J re ready to take control of the game. 


north Korean Tactics 


For your primary 
attack route [blue], 
load eueryone near 
the west entrance 
[A] and rush 
into the nearby 
tunnel. Trauel in a 
northwest direction 
until you emt out 
by the prototype 
compound. If you hustle, you can beat the U.S. team here. 
Secure the reinforcement bunker [B], then the prototype 
factory [C], then the heauy uehicle factory [□]. 






Plantation 


Reinforcement Bunher 


/ tilt Barracks 

' X 


prototype factory 


ruien Eneryy site 


For your secondary 
tactics, auoid the 
prototype factory 
and do an end run 
to the northeast. 
Seize the Alien 
energy site [B] 
and split your 
forces. The laryer 
yroup continues 
northeast and tahes out the reinforcement bunker [C] and the 
heauy uehicle factory [□]. 


The smaller group heads west and grabs the reinforcement 
bunker near the map J s center [E]. Hold the reinforcement 
bunker until the larger team can control the second Alien 
energy site [F]. From these two points, you can harass the 
U.S. forces as they leaue their HQ or combine to launch a full 
offensiue against the prototgpe compound or the HQ itself. 


({ 


233 


BBS! 


Protected by copyright. Unauthorized or unlawful copying or downloading expressly prohibited. 


On a smaller map, the U.S. 
headguarters holds the northern 
boundary while the North Korean HQ 
resides along the southern border. 
The majoritg of the fighting will take 
place around the prototype factory; 
whicheuer side controls a few key 
tactical points will haue the upper 
hand. 








united states Tactics 


north Korean Tactics 
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Eueryone 
rushes 
south on the 
primary attack 
route [blue] 
and takes couer 
at the central 
shack [B]. Quickly 
split into two 
yroups and head 
along the western and eastern perimeter to fight for both 
reinforcement bunkers [C and □]. 


Do not aduance 
until you haue 
control ouer both 
bunkers. When you 
do, coordinate your 
attack on the Alien 
energy site north of 
the prototype factory 
[E]. Now you haue 
the northern half of 
the map sealed off. Concentrate your attack from the bunkers 
and the Alien energy site on the prototype factory [F]. You haue 
enough to win with those points; howeuer, gou can branch out 
to the second Alien energy site [G] if you see an opening. 

Your secondary 
attack route [green] 
gets a bittrickg. 

Ratherthan hit the 
main area head 
on, run along the 
western cliff face to 
a secluded caue [B] 
and follow the under- 
ground passage until 
you come up inside the prototype factory's sandbag perimeter 
[C], where you can assault the factory itself. 


You can also use 
the underground 
passage to sneak 
up on the western 
reinforcement 
bunker [□]. Alter- 
nately, after 
you seize control 
of the prototype 
factor race 
across to the eastern side and grab the 
Alien energy site [E]. If you can hold this 
line, you seal off the northern section and 
you're free to pick up the other bunker 
and energy site at your discretion. 


An alternatiue path 
[green] sends your 
team along the 
western perimeter 
to storm the first 
reinforcement 
bunker [B] . As a 
small group stays 
behind to defend 
the bunker and to 
supply support fire, the rest of the team rushes across the 
battlefield to gain the second reinforcement bunker [C] . As 
soon as the southern section is sealed off, drop a few men 
back toward HQ to pick up the prototype factory [D] and an 
Alien energy site [E] . Now you can press north wheneuer you 
see a break in the U.S. forces. 


Since you're 
closer to the main 
objectiue points 
than the U.S. 
team, your primary 
and secondary 
attack routes look 
to close off the 
southern section. 
For your primary 
attack route [blue], split yourforces and rush for both 
reinforcement bunkers [C and □]. The eastern team can drop 
a man along the way to secure the Alien energy site [B]. 
Secure both bunkers and watch for U.S. incursions as you 
concentrate your attack on the prototype factory [E]. UJhen 
you haue all the preuious objectiues under control you 
can press northward slowly, starting with the second Alien 
energg site [F]. 




US REFINERY 



In the maze of industrial 
buildings and gloomy rain, 
you J ll be tasked with securing the 
prototype factory at the city center, 
whether you start out to the south 
[U.S. HQ] orthe north [North Korean 
HO]. This urban setting prouides much 
more couer and interior battles for 
close-combat louers. 



united states tactics 


For your primary 
route [blue], send 
two large forces 
northeast and 
northwest. The 
northeast group 
nauigates through 
the streets and 
captures the 
nearby Alien energy 
site [B]. The northwest group swings wide and runs for the 
first reinforcement bunker [C]. 




UJhile the bunker 
falls, the northeast 
group continues 
on to hammer 
the second 
reinforcement 
bunker [E], with one 
or two members 
conuerting the 
heauy uehicle 

factory [D] to the cause. The northeast team can hold the 
bunker if they come under a lot of enemy fire, or they can 
opt to cross the streets and aid the northwest team as it 
gains a second Alien energy site [F], and then goes afterthe 
prototype factory [G] . Secure all that and you J ue got it made. 
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Heauij uehicle Factorij 


Alien Energy site 

/ 


The U.S. headquarters is a submarine 
off the island's southeastern tip. 
They're battling the North Korean HQ 
in the northwest section. One main 
bridge spans the high hills. You can 
battle there, or you can fight it out 
along the lower shores of the sea 
and riuer. 
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brings you to the crane [E]. If you climb to the top, it offers a 
spectacular sniper spot forthe surrounding streets. 

north Korean Tactics 


You'll 
probably 
hit stiff 
competition, 
and may need 
an alternate 
route [green]. 

Try running from 
the HQ [A] to the 
building south of 
the prototype factory [B]. From under the ouerhanging roof, 
you can assault the prototype factory with a number of 
approaches. 

The most direct 
route tahes you 
straight ahead 
through the open 
bay doors at street 
leuel. You can also 
zigzag up the stairs 
to fire from range 
on the rooftops. 
Finally, you can 
carefully cross the street uia the pipe, enterthe prototype 
building through the roof door, and then drop into the main 
room by the secret trap door [shown here]. 


When the prototype 
building is yours, 
flanh out in the 
direction of least 
resistance. It's 
a short jaunt to 
the reinforcement 
bunher [□]. A 
slightly longer hike 


Your primary route 
[blue] inuolues 
flooding the 
eastern flank 
and seizing your 
objectiues one by 
one. Stream out of 
the southeast HP 
emt and cross the 
bridge toward the 
reinforcement bunker [B]. After it falls, methodicallg take 
down the heauy uehicle factory [C], Alien energy site [B] and 
prototype factory [E]. If you run into any problems, secure a 
second orthird reinforcement bunkerto bring troops to the 
frontline faster. 


Your secondary 
route [green] 
has gou storm 
the middle to 
reach the central 
reinforcement 
bunker [B] . From 
there, fan out to 
grab the crane [C] 
and its superior 
sniping spots, plus the second reinforcement bunker [B] 
on the eastern perimeter. After you eliminate most of the 
resistance in the center of the complex, branch out to the 
prototype factory [E] and settle in there forthe euentual push 
at the U.S. home base. 











IIS SHORE 


The southern team 
chugs straight 
for the prototgpe 
factorg [□]. You 
mag euen come 
in behind the U.S. 
uanguard, so stag 
on high alert. The 
western team 
cuts across to 

the Alien energg site [E] and then to the bunker on the hill 
[F]. If gou hold this line, gou force the enemg to run through 
gour crossfire and set up nicelg forfuture aduances on the 
remaining objectiues. 


When 
both of 
those 
sites are 
secure, 
forge 
ahead 
with a 

simultaneous 
attack on the 

second and third reinforcement bunkers [E and G]. If gou 
hustle, the western team can take the bunker and the Alien 
energg site north of it [F] before the eastern team entrenches 
in their bunker. When resistance lulls, take a stab at the 
third Alien energg site [H] to control the majoritg of the keg 
objectiues. 

The secondarg 
attack route [green] 
inuolues controlling 
the center 
mainland, encept 
this time gou head 
northeast to the 
top Alien energg 
site [B]. Nent, run 
southwest to the 

reinforcement bunker [C], where gou split into two teams. 


united states tactics 


For gour primarg 
attack route [blue], 
take the boat ride 
to the south and 
dock at the first 
reinforcement 
bunker [B]. Trudge 
up the beach and 
split off into two 
forces: Gne heads 
north to seize the prototgpe factorg [C] and the second runs 
west to control the heaug uehicle factorg [□]. 


For gour primarg 
attack route 
[blue], start at the 
southwest HQ gate 
[A] and trauel down 
the dirt road. At the 
intersection, diuide 
into two uneuen 
groups. The smaller 
group takes the 
nearbg reinforcement bunker [B] and Alien energg site [C]. 

The larger group heads up to the western road and seizes the 
adjacent Alien energg site [B] and reinforcement bunker [E]. 


After gou secure 
those objectiues, 
the smaller group 
should leaue a 
team to hold the 
positions and then 
send the remainder 
to aid in the assault 
on the prototgpe 
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factory [G]. The large team should hit the heauy 
uehicle factory [F] before rushing down the hill to 
grab the prototype factory. From here, you can push 
out in any direction with strength. 

Your secondary 
route [green] 
goes out the 
eastern gate [A] 
and straight to the 
main bridge. Send 
one medium-sized 
team down the hill 
on the left to grab 
the reinforcement 

bunker [B] and two Alien energy sites [C and □]. 


The main force 
rushes south 
ouer the bridge 
and attacks the 
prototype factory 
[E]. Your ultimate 
goal is to take the 
prototype factory 
and then moue 
up the hill to the 
heauy uehicle factory and reinforcement bunker. If this 
becomes problematic you can try a backdoor attack on the 
U.S. players by sending a new team down the western road 
to hit them from behind. 


instant Action Maps 

Armada 
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1. FY71 + flmmo 

2. FV71 + AI11I110 

3. Gauss Rifle 

4. Precision Rifle 
s. smoke Grenades 
G. Frag Grenades 

7. scar + flmmo 
e. scon + flmmo 

9. FY71 + flmmo 

10 . smG + flmmo 
n. scar + flmmo 

12. Shotgun + flmmo 

13. FY71 + flmmo 

14. shotgun + flmmo 

15. smoke Grenades 
ig. scar + Ammo 
17. moflc 

ir. sikig + A mmo 


legend 


19. Shotgun + flmmo 

37. FY71 + flllllllO 

20. Frog Grenades 

39. Flashhang Grenades 

21. FV71 + flmmo. Rifle Grenades 

39. FY71 + flllllllO 

22. sikig + Ammo 

40. Flashhang Grenades 

23. FY71 + flmmo 

41. SmG + 01111110 

24. smG + 01111110 

42. shotgun + flmmo 

25. smG + flmmo 

43. SCAR + flmmo 

2G. SCAR + flllimo 

44. FV71 + flllllllO 

27. smG + flmmo 

45. shotgun + 0111010 

29. Flashhang Grenades 

4G. smG + flmmo 

29. shotgun + flmmo 

47. FV71 + flmmo. Rifle Grenades 

30. smG + flmmo 

40. shotgun + 111111110 

31. FV71 + flmmo 

49. FY71 + flmmo 

32. shotgun + flmmo 

50. SmG + 01111110 

33. fliinigun 

51. smG + 01111110 

34. scar + flmmo 

52. SCAR + flmmo 

35. smG + flmmo 

53. Frag Grenade 

3G. SCAR + flllllllO 



FLIGHT DECK 


UPPER INTERIOR 


10UIER DECK 


You won J t get much fresh air unless 
you like ocean spray. Encept for 
the flight deck and some side 
balconies, most of this Instant 
Action map takes place in tight ship 
corridors or the warehouse bays on 
the lower leuel. It will seem like a 
maze at firstj memorize your map 
so you don J t walk into an ambush 
through a dangerous portal or 
around a deadly corner. 


The Shotgun makes for an effectiue 
weapon in the map J s close 
confines. Frags can catch multiple 
foes in a corridor, enceptthey pose 
a danger if a rebound drops it too 
close to you. While the Precision 
Rifle can cause a huge commotion 
out on the open deck or in the 
warehouse bays, it J s not practical 
when you J re running around the 
ship J s interior, so you J re better off with the SfYlG, or if you can nab it, the 
minigun. The minigun in a packed corridor can spell multiple kills easily. 









outpost 


Legend 


1. SCAR *01111110 

21 . mooc 

2. SmG *01111110 

22 . smG* Ammo 

3. Shotgun* Ammo 

23. shotgun* Ammo 

4. FV71 * Ammo 

24. FV71 * Ammo 

5. SmG *0111010 

25. Gauss Rifle 

G. shotgun *Animo 

2G. FV71 * AllllllO 

7. SCAR *01111110 

27. smG *01111110 

a. FV71 * Ammo 

20. FV71 * Ammo 

o. shotgun* Ammo 

20. shotgun* Ammo 

io. smG* Ammo 

30. C4 

11. SCAR *01111110 

31. smG *01111110 

12. smG *01111110 

32. shotgun * Ammo 

13. FV71 * AllllllO 

33. fV71 * AllllllO 

14. Shotgun* Ammo 

34. FV71 * Ammo 

15. shotgun* Ammo, flashhang 

35. SCAR 

Grenades 

3G. ctagmores 

ig. scar* Ammo, Rifle Grenades 

37. smoke Grenades 

17. smG* Ammo 

38. shotgun 

io. scar* Ammo 

30. SCAR *01111110 

10. SCAR *01111110 

40. FV71 

20. clagniores 

41. smG* Ammo 


This underground 
complen can get 
confusing unless 
gou studg the 
map and learn 
the weaue of its 
interior corridors 
around the enterior 
helipad area. 

The three main 

entrances make it a frequent thoroughfare for combatants. 
Keep on the moue inside the outpost unless gou plan to 
ambush someone around a corner, behind crates, or in a 
sneakg spot such as the pipes that run along the ceiling of 
some areas. 


ouarru 


Weapon choice 
depends on where 
gou plan to battle 
it out. Again, the 
Shotgun can cause 
heaug casualties 
inside the outpost 
corridor's confined 
space. Outside, 
opt forthe smG or 
something a bit heauier and effectiue at longer range, such 
as the Gauss Rifle. If gou end up with the mOAC, mow down 
angone in gour wag and camp outside nearthe helipad 
perimeterto catch enemies in an unenpected ice barrage 
nearthe three entrances. 


legend 


1. scar* Ammo 

2. FV71 

3. SCAR* Ammo 

4. fllDAC, m OAR 

5. SCAR* AR1R10 
B. FV71 * Ammo 
7. Pistol Ammo 

o. smoke Grenades, smG * Amnio 
3. FV71 * Ammo 
to. siiotcjiin * Ammo 

n. SIlOtCJlIR * AR1R10 

12. SCAR* Ammo 

13. smG* Amnio 

14. SCAR *01111110 
is. smG* Ammo 


1 G. FV 71 * AllllllO 
17 . smG *01111110 
io. Pistol *Animo 
is. smG *Aninio 

20. SCAR *01111110 

21. Pistol *01111110 

22. smG * AllllllO 

23. SilOtFJUII * AllllllO 

24. SCAR* Ammo 

25. scar* Ammo, frag Grenades 
2G. missile launcher 

27. Pistol* Ammo 
20. shotgun* Ammo 
20. shotgun* Ammo 
30. minigun, Flashhang Grenades 


Hli 
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Buildings 
and 

conueyer 
belts are your 
couer on this 
outdoor map. 

You can climb 
to the building 
balconies and 
rooftops for better 
uantage points, or run around the rocky perimeter for better 
shooting angles. Auoid crossing the main roads unless 
forced toj there are so many ambush points that you can J t 
watch them all and you J re bound to get gunned down. Your 
only chance is to Speed across and seek immediate couer. 


steel mill. 


You haue 
your standard 
weapons — FY71, 

SfYlG, Shotgun, and 
Pistol — but the big 
battle will be ouer 
the mOAC [with 
mOAR attachment] 
on the conueyer 
belt and the 

minigun by the lumber pile. [See the map.] Whoeuer owns 
these weapons will be king of the quarry for at least a little 
while. 


lt J s time to get 
down and dirty on 
the Steel mill map. 
Race around rusty 
shacks and broken 
fences as you 
attempt to outflank 
your opponent 
and grab the 
limited weaponry 
auailable. Use your building corners as couer, along with the 
rooftops and catwalks. If you want a beautiful sniper spot 
aboue the battlefield, climb the water tower to reach the 
Gauss Rifle. 


Those who loue the 
missile Launcher 
will haue fun on 
this map. You can 
pick that up on 
the Warehouse 
35 rooftop in the 
southeast corner 
and then unload 
on the pauement 
below. Scattered about the grounds are smGs and FY71s, 
along with Shotguns and Pistols, which won J t proue that 
useful unless you employ rr Cloak-and-kill JJ methods. If you 
can J t reach the missile Launcher, go forthe mOAC/mGAR near 
the orange dumpster in the southwest corner. 


legend 

1. scar + Amnio, Flashbang Grenades 

2. PiStDl + 01111110 

3. scar + omnio. Rifle Grenades 

4. SIKIG + 001010 

5. SC0R + 001010 
G. FY71 + 001010 
7. S01G + 001010 

o. scor + oiiioio. frag Grenades 
o. missile launcher 
10 . siiotcjun + omnio 
n. scon + 0111010 

12. shotgun + Ammo 

13. C4 

14. smG + 01111110 

15. FY71 + 0111010 

ig. FV71 + ommo. frag Grenades. Rifle Grenades 
17. shotgun + omnio 
in. Precision Rifle + 01111110 
10. Pistol +01111110 

20 . shotgun + 0111010 

21. SCAR + 0111010 

22. mOOCJOOR 

23. shotgun + 0011110.3111000 Grenades 

24. scar + omnio. Rifle Grenades 

25. scar + ommo 
2G. smG + ommo 
27. ciagmores 





